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FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY 
SHOP ARE ON PAGES 47 to 51. AN ORDER FORM IS ON PAGE 52 


CHECK OUT 
THE ACCESSORY SHOP 
PACES FOR MANY 
MORE BARGAINS! 


LOWEST EVER PRICE ROMS! 


ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ON PAGE 52 OR BY WRITING TO 
THE ACCESSORY SHOP. PAGE 6, P.O, BOX 54, STAFFORD. ST16 1DR 
CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928 


SUPER SPECIALS 

MAXWELLS DEMON 

Check oul ttie review in Issue 49. Paul Rlxon found 
thie Siimple g.ame to be quile eddlclive end st lh4s 
price can ypu aiPfard not to hoconrie addictedi It's a 
d liferent type cf game, more in the Tetris mould than 
an arcade game.Tt sure makes you think and the 
price won't break you if you donT get fully hooked. 

DISK ON L Y Ret'ctmmettJeii price £9JS 

SUPER SPECIAL JUST E1.99 

MR ROBOT & HiS ROBOT FACTORY 

One of the most lamous of platform games that ha$ 
you Jumping over tire, njnnmg over oreadmills and 
domba, ollmtilng ladders, sliding down poles end 
more with some great graphics. Master all 22 screens 
H you can and then create your own for revarendlng 
tun. This is what platform games are all ahout. 

DISK OR Recmtnendcd price 

CASSETTE £7^95 €iissene{'£9.95 disk 

SUPER SPECIAL JUST El .99 

ZAXXON 

One of the all time classics for the Atari, Zaxxon set 
new stand:ards when first Issued and was copied 
many times. Pilot your craft across the unique 3 
dimensional battlefield shooting enemy fuel tanka, 
enti-airorafl tanks and missiles bafpra launching off 
through space for the ultimate conflict with a mighty 
robot - few have got this far! Zaxxon, often copied, 
never bettered and NEVER at this Incredibly low 
price! 

DISK OR Se commended price 

CASSETTE jf7.5i5 rfesi 

SUPER SPECIAL JUST £2,99 


a £9.95 Datasoft game absolutely FREE when you 
spend over £10 with the Accessory Shop. Check out the 
offers on this page and on pages 47 to 51 and send or 
phone your order. If it comes to more than £10 (excluding 
postage) we*U enclose a copy of this Pacman type game 
absolutely FREE if you ask for it.* 


^NOTE the game is on disk only and we will not therefore include a 
copy automatically unless your order contains disks 


ZORK^ I DISK ONLY 

The Infocom classic and Ihe adventure game that changed the way 
all future adventures were wrllten. The Great UrdsTground Empire 
of Zork is well doc lamented txy now and thou sand s ^ players have 
become addicts graduating to Infocom's tnore difficult adventures. 
Zcfik I Is Ihe Ideal introductory Tevel adventure tor beginners or 
lih-DM wJth a little experience. It you heve never ventured under' 
ground before now Is the lime to try, il’s never been cheaper to 
ex'ixsind youT universe I Classic original Infocom pac kaging with 
excellent manual and a imap. 

OUR SPECIAL pO OCI 
OFFER PRICE 


KABOOM 

Challenge the Mad Bomber a& he tries to bomb you out of 
sight. Can you catch his bombs and dowse them in time? 
Or would you like to be the Mad Bomber and try to flatten 
one of your friends? Lot9 of excitement for one or two 
players in this addictive arcade game that won awards for 
Best Audio and Visual Effects when it was first released. 
Simple yet addictive. 

ROM CARTRIDGE 

OUR PRICE £2.95 

MASTERTYPE 

Mow anyone can learn to type whilst playing a challenging 
game. Masteitype was one of the original 'game based' typing 
tutors which rectuires you to zap enemy words as they 
approach from the four corners of the screen. But it not really 
a game for, before you realise il, you will become quite 
proficient on the keyboard as you progress through 16 les¬ 
sons of increasing complexity. 

ROM CARTRIDGE 

OUR PRICE £2.95 
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Atari User’ 



Super scrolling fun 
in the caves 


SUBSCRIPTIONS 

Annual subscription rates {G issues) 


UK £10.00 

Europe £15.00 

Elsewhere (sea) £15.00 

Elsewhere (Air) £21.00 


Ovtrstis Drtly EIk diM^ience in posital coals 

NEW ATARI USER ON DISK 

A disk containing $11 of thi d-bit programs 
from each issue of NEW ATARI USER is 
availalole either separately or on subcrlp- 
tlon. Single pfice £2.9S per disk, Subscript 
tion rates (5 issues) 


UK £25.00 

Europe £32.00 

Elsewhere (sea) £32.00 

Elsewhere (Air) £42.00 


Please make cheques payable 1o PAGE 6 
PUBLISHING and send to the Editorial 
address shown below 

SUBMISSIONS 

PAGE € welcom9£ ard erK&ur^es it£ readers td 
submit, articles, programs and reviews far publi¬ 
cation. Programs musl be subrnitfed art di^k or 
cassette, articles should wherever possible be 
submitted as text files on disk. We $cek Ip en¬ 
courage ^ur parlicipaliori and do nr?! h^vc strict 
rules tor submissions. II semielhing. infercsls you, 
wriis a program or arlicle end submit i|! Appropri¬ 
ate payment will be maide for all published pnogi- 
rams and articles, all peymeels bemgi made at the 
end of the second month shcjwn pn the oover of 
the issue cortcerned. 

All original articles, programs and other material 
in NEw ATARI USER IS Ogpyfight pf the QUlhujf 
as credited. All uncredifed oiafteriai is copyrighit 
PAGE 6. Unless containing the by-ltne 'AH Rights 
Reserved' any material m NEW ATARI USER | 
may be reproducetj by User Groups and other i 
non-prolit malting arganisationa wwicted that the ' 
aulhor's name is included and PAGE 6 is credited 
as the ori^nal publisher. Penrission to puhiish 
elsewhere shculd be obtain^ from PAGE 6 or 
the author. Editors ol newslellera regroducirg 
material are reguested to send a copy ol the 
relevant issue to the Editorial address of PAGE 
6. Whilsl we take whatever steps we cari to 
ensure the accuracy pf articles and prograrris ar^ 
the contents 0l aiSverfisemente, PAGE 6 cannot 
be held habte for any emors or claims made by > 
advedisers. 

ATARI (TM-) lis a registered trademark of 
ATARI CORP. All relwerces should be so 
noted. NEW ATARI USER is an independent 
publication and has no ooonection with Atari 
or with any ether company or publisher. 


The next Issue of 
NEW ATARI USER 
will be on sale 21st November 
Editorial copy date fs I4tli October 
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THE CREDITS 

A]] of the u ana] si u ff la on paf^c S but bere are 
the people who made this Isaue possible. 

Les Blllngliani battled on sunlvir]^ the ij1t|UisL- 
tion from ttie Ta^; Mb'itl whilst -wainhlng the post 
build up on hl5 desk tryin^if lu aasuflee his f<^l- 
in^ of giilJt at not replying to lettenTby convinc¬ 
ing himself U-ibit gottltlg tlte magazine otit cm lime 
is tb£^ most impartanL oonslcJefatiOil 

Sandy still irtaiiagod to do the ads and other 
things whilst eopeng mQa duff dlsk9 and spend¬ 
ing fiotlTS ttylng to get the Post OiTice to deltver 
our mail to the right address (and they have got 
tho rheek to put up the priCOSs-l) 

Fbulctte still can't leave a good mess where she 
finds It, a]] you have Lo do is unload a hig order 
in the corrfaoT and next day it's gone but she is 
running out of ideas SO wh'at to ehange -so maybe 
we"ll be’ able to find all tliOsC missing things 
sOurtl 

The Regular ContribuLors. who provide I he back¬ 
bone of the magsi^inc and can generally be relied 
upon Lo come up with good articles anil reviews. 


John S DaviSDQ 
John Sweeney 
DamoD Howartli 
Peter Hickman 


Jobn Daylaan jr 
Paul IRj:xon 
Ian Fiitlftyann 
The Tlpftter 


All oilier contHbutors fdr this issue art indi¬ 
vidually credited aloilgslde their articles or prog¬ 
rams. 'Thanks to ever^ody for shaUng their cn- 
UluSiasm with other Atari users. 

The eosicr this time is a Simple, old screen shat of 
DAT PACK hy Bill Halsall taken with Etn Olym ¬ 
pus. OMl smcl'a etKim (elephoLO letis set at 
IhiOEhTn using an exposure of 1/15 ser’cmd at f4. 
Sounds imprc! 5 Jjwe diMsn't it? Basically I just 
jpobited the camera find pressed that little sliver 
bui.l.nn on lop. 

FoJioLLiinp on JrOfn cormjlfflhhn tiibum J ricuer 

did rhfi- ones r™.vi[iorct.iti follhoi^iih Artn O'Dris- 
coli Itfodly newiriltj boug'ht a O'SrJl!- 

[ebhtiin CD fo? me. thank.'i A nnj bul I did ptcfc up 
Hjrw by Pierce TTcmer u.i^LTch (IJmeti otil (o be ofie 
of fhose brtflfnnt, enriiihg dujtimfrie'S tPlQl Gome 
□n/y ora-e irt Cl lUflfle find iwhich has been pJaLuCCi 
oJmosf Fuery day strtciC' Also Maum O'C^ir^nsil 
lUJ-lO texts afrJJoy.'i .yood in Df JJuriadJl Olid! ts -Sttfl 
yood an her OiiVi, The most in.-tpirinq has (o be 
Runr^ lohose neu; atfaurlL iS dS bcDfforiJ' O-'j eijer 
tend pidJjfS 0-5 ? Ji'nTe ihis faboait Un; fifth time 
foday.'J. OiJtefS were Bdr Shaines. a mcLsler af 
Story fFUiny sortp, fikYiie jHaiK.VtS. Neiieo O’Hara 
Lfttll O S'ew AyF album caJleti ftomci/iaca QliEfe 
Ejcautt/id ferici JliOtejrfny Rijbtn WiHiiarruion. spetifc- 
ing of whom 1 now tmufi litefirst fncrfiidifeile Strinp 
^aud aUiiim en be issued on CU fjiorty UJEth MilcF 
lieron a Jirst soio. I L4sas a hil LLVurried (hai ihey 
might .aoLoid dated, but uOfW of It. SCiCt t.he hest 
baud elijat ewr raiFrff 

The next Issne of NKW ATARI USER could 
feature YOUR article dt prograjaa, 

SO SEND IT IN NCJW! 

Page 6 jftflh-T wlipf y(iW -with yr/nr .'WunL 

..ir.-tlfl Ul-iEk ha-, niit’tfyi OiVffKnf tatircly Atari 
inilinliy tin J.Fr*' XL biti ItUNV laiefy v-m a ^trga 
ST and siher stuff, nrr'iJ' PC's nr .Mat-xi W'ifA il\e 
cscvplim af Sf\t f\Aisi ntitput OH 0 LiH^iraa and the cijcr aj an 
ifi-hajijf rcftra camera far fh^ pkoiOL aihi fvr.rylhing 

St dene on She ST, tf/irdn/ttre iaeSudes a .ifdf.ii STl titp^retdrd 
it> JAihi. SMiiS MenSior, Stipret fiard Siixk, aa .-titan' 
tflfjr frinirr, Citszta SlPit PftjJfps CWflS.TJ aianiit/r, 

i3ME, XFSSI dish drive, ms dixk afnif, JfJfl faSerfare. fSEC 
X02A jainfcr. pTiatSptil Spfiwnre USted it rraSeil and t'SeeS 
Siri-fte Fuhlixhcr 3.<f. Olher iofSWdrt inclndts Xermil, Tori- 
Taik, Tartcf Basic anti varitfui cmiv/n H.'n'il4it fnuftrams (fit 
ihe XlJXt. AtiSrIft imri pfoeroms ysiinnincd ojt XtJXE dlits 
ar( jatyecSed (n tvrrciriiy £uSSOfH h-'rifliffl' prCfgmtHS beftrre 
beSng trotlif( 7 rf.d acraix it? Iha K'f via 'IARITALK, AW major 
vdiling ii datie H'l’lll Prottlh and pagex are Said ual wtSh Fieet 
fifWr.vJjfr. A JljA' tvj'lil filf^HiTfterf ns PnstxcripS 

fifes If jfiil fit' a SysvseitSng Iturvau id te oaipifS OH 0 lAHOirna 
and, hey preLtd^ pa^PS arr spid hack eiaclly dS >iSa 

ft* them. Il rcaSIj does u-'drkS At! ShdS is left if So drup in ihe 
ffjlfu^i and phsHot- 

Hr'fW, Jl^f Jtw qtfiSe at esrsy ps that ij/i j-dwi f^et ihe idtoS 



T his Is our first issue on the "firm sale' basis mentioned in the last issue and 
we hope that things work out as planned. There are for feuTr copies In the 
shops so you riiiist get In there quick and If any of your friends jiiiss out on a 
copy tell them to order the missing copy from us and then either place an order with 
the newsagent or subscribe. 

Lest you think that the past couple of editorials have been a iLttle paranoid let me 
meiition a quite interesting passage from another magazine. Diose who read the 
credits will realise that I am interested In folk music and I have been taking a 
magazine called Kolk Roots since it started. After a while It disappeared I'nom the 
newsagents shelves, having gone on firm sale, so 1 subscribed and have been enjoying 
every Issue since. Now Folk Roots Is a similar sl^e outfit to ourselves and tlie editorial 
for the current issue made very Interesting reading. Let me quote a section 
"For'a smnU publisher (ik'e oursobxfs. sede-of'return ought to meuri that pou're more 
u.'idfi'i'y nuailobte bat (fs a suicidal aysienv tn reality you haL-e uery dftle control o-uer 
i.U’hpther your ejqpondecf print ruriyeis to the rtyht places Jor potential sales and you 
end up printing a lot 0 / Luaste paper. We’ue been on Jirm sale' a^lfh the trade since 
not long c^er UJC./tnaUy merit ori the ncuJS stands irt J 9S5. Tfiat does maice it much 
harder to pick up casual reetders and build a bigger clrcuf of lore but once you’ae 
heard of us, tbeoreticaUy you can (isatfc into any newsagents, order Folk Roofs, and 
gef ct rerjular copy, I say 'theoreflcolfy’ because a!f hough F,R. is handled bg one of 
file main distribuiion companies, a hard-pressed local mholesaler mill sometimes 
inuent any land of sfoiTj rofher fhan proc^ess a small order. The number of times 
lAJe’ue been rung up bg anxtoi-is readers mho haue been fold an issue has not been 
priblished or, Luorse, that u^r'ue ceased publication oiiogether, is beyond heiieff 
And I didn’t write a single word of that] So you e«;c that the problems are not yet over. 
You must keep vigilant and keep pressing the newsagents for a copy. Don’t get fob’bcd 
ofir Tliey can get if if they w^ant. 

SUBSCRIBE! 


As alw^ays. 1 repeat that a subscription benefits us much more than a regular order 
through the news trade and now is the best time Lo subscribe. Incredibly the Post 
Offiec have the gall to put up their prices yet again and having already absorbed two 
price increases (not to mention the scandalous 25% increase on parcels last July} we 
cannot continue the subscription rate at its present ridiculously low sum. SubseriP’ 
dons will Increase from next Issue but tfyou get in now'you can enjoy tlie old rates, 
which offer you a considerable sailing. 

SUPPORT 


You know there are stUl one or two genuine folks support.ing the Atari, like Kobert 
Stuart up in Scotland who runs the EXCEL disk magazine arid TIGER DEVELOP- 
MEN'I’S who have an advert in this issue (check the bonus on this Issue's disk for a 
sample of the quality you can ejcpect from them). Unfortunately we have now' reached 
a situation where Atari owners don't trust newreomers, understandably so since all the 
problems people like XL/XE ALTV^- and others have caused, and these folks may not 
get the response they deserve. "Die Irony Is, if you don’t take that small chance when 
someone new comes along, you soon won't need to take any chances, for there won’t 
be anybody support.ing your machine. We sincerely hope that you give Tiger Dei.'elop- 
ments and Excel a chanee because they are doing their best to give you some support. 
If vou find their products and service good write and tell ns so that we can tell others, 
likewise if it's crap tell us that ton. Above e±11 don't Just sit there and let the support of 
your machine die. 


IF YOU HAD ANY PROBLEMS OBTAINING THIS COPY OF 
NEW ATARI USER FROM YOUR NEWSAGENT 
PLEASE TELEPHONE US ON 0785 213928 

IF YOU WANT TO SUBSCRIBE THIS IS YOUR LAST CHANCE 
AT THE PRESENT PRICES BECAUSE THE SUBSCRIPTION 
COST MUST BE INCREASED NEXT ISSUE. 
SUBSCRIBE NOW! - THE FORM IS ON PAGE 77 OR JUST GIVE 
US A CALL ON 0785 21S928 AND USE YOUR CREDIT CARD 
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ADVENTURERS 

Following the recent clo¬ 
sure of The Adventurers 
Club Ltd., three of the ori¬ 
ginal reviewing team have 
decided to form a partner- 
ahip and tn start The 
Adventure & Strategy Club. 
The club will continue in a 
similar style, quality and 
format as before,, but wiU be 
under entirely new manage¬ 
ment, with no obligations 
to its predecessor* We will 
continue to produce the Re¬ 
ference Book of Adventure, 
built lip from bi-monthly 
packs of new and updated 
material, and covering a 
wide range of subjects asso¬ 
ciated with adventure, 
strategy and role-playing 
games. The Reference Book 
Includes a news section, 
comprehensive reviews of 
all types of adventure, 
hints, tips, solutions, maps, 
letters and articles. 

Members will also have 
free access to the club’^s hel¬ 
pline, by mail or by tele¬ 
phone, and the opportunity 
to purchase a selection of 
software at discount prices. 
The first issue wlU be pub¬ 
lished in September and 
further details can be 
obtained from Hazel Miller 
at the address below. 

The Adventure & Strategy 
Club, 17, Sheridan Road. 
London, £12 6QT 

ANY STOCKISTS? 

1 am trying to compile a full 
list of retailers that stock 
Atari S-blt software* If your 
readers could send me de ¬ 
tails of their local dealer 
with name, address and 
telephone number and a 
basic Idea as to what sort of 


software they stock I would 
be most grateful. 

I know this may seem like 


a strange request but many 
of us do have local dealers 
that we can use regularly, 
but other users don^t know 
of them, so all that software 
Is lying there with only one 
or two people buying It* 

Who knows If demand in 
the High Street increases 
then maybe software com¬ 
panies will take an interest 
In the Atari S-bit again. 

Jason L. Hibbert, 

S4, Chequers Close, Pontef¬ 
ract, West Yorkshire, WF8 
2TE 

f don't kriow ujhal sort of re¬ 
sponse you'll haat? hut 

it is a great idea, to get 
togeltiera cnirrent itst o/" stock¬ 
ists. Who krtcu-fs luhat sort of 
irecistires are huriipd im shops 
around the country. If you do 
get a list tpgtetber be sure and 
lei us have a copy so tfiof. we 
can pud^is/i: it anti let other 
users knotu. 

NO START 

1 have a 130XE and recently 
the START button became 
I faulty and wiU not work 
while tr3dng to load a game* 
Do you know of any other 
button I could use Instead* 
or of any other way 1 could 
load a game without using 
the START button. 

David Corcoran* 

Dublin 

Sorry, Dauid but yoiFk need 
that STARIt buiton to boot 
maehine language tapes. 

Quite often die problem can 
be CUf'Cd by cleaning the con- 
lads on the keyboard. You'd 
need to take the couer ofj by 
remoniny ai( the acreuJ'S on 
boftom and then you7lJtnd 
that the keylToard can he lif¬ 
ted up to rcueai a ribbon coble 
joiniiig it to the mom bottrd. 
Very corc/uUy ease this cable 
oui of If-S socket and retnouc 


the keyboard entirely. iVouJ 
careftdly clean both sides of 
the contods UJ'tth some cotton 
ujoot or a cotton attxal sftek 
and refit the coble by easing it 
back into the socket, moke 
StJirc it is all the LLtiy home 
and then rejil. the. cover. Nine: 
times out of ten you'lijind 
ilmi the problem mith the 
STAftT' key has heert sained- If 
this doesn't iuork ttieji: your 
only other option is likely to he 
a ueuJ keyiKXird buf these are 
noix’ quite hard tojind, 

us SOFTWARE 

1 just finished reading Issue 
51 of New Atari user and 
noticed the letter from 
Mark Greenall. The mystery 
software he is looking for is 
called Racing Destruction 
Set produced by Electronic 
Arts* 1 know because 1 own 
a copy of the game. It Is 
very good but now quite 
tough to find* 1 have the 
addresses of four places iu 
the USA which support the 
S-bit Atari as follows 
American TechnaVision 
1533Bt LnveKieas Street 
San Leandro* California 
94570 

B C ComputerVislons 
3257 Kifer Road. Santa 
Clara. California 95051 
San Jose Computer 
1278 Alma Court* San 
I Jose. CaUfomia 95112 
Toad Computers 
566 Baltimore Annapolis 
Blvd.* Sevema Park, MD 
21146-3818 
I know that American 
TechnaVision has Racing 
Destruction Set for $9.95* 1 
hope that this information 
will be of use to Mark and 
your other readers. 

Also tell Mr Ruehottom 
that Dam Busters was pro¬ 
duced by Accolade Software 
and diatributed by US Gold. 
If Mr Ruebottom needs any 
help with the Golden Old¬ 
ies, I own copies of the 
1984 and 1985 hooks of 
' Atari software by Arrays 
lue. The book gives titles* 

. description and ratings for 
most of the great Atari soft¬ 
ware produced in the B-bit 
heyday. 

Prof. Willie C. Burnside Jr, 

Chicago, Illinois 


O 
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THE XF551 
DISPELLING 
THE MYTHS? 

1 own and use 1>oth 1050 
and XF551 disk drives and 
appreciate them both very 
mucti, however, the XF551 
is clearly superior. In issue 
49 1 was appalled to read 
the seemln^y authoritative 
letter regarding the XF551. 
As the XF551 ahfeady has a 
much maligned reputation 
it was disturbirtg to see so 
much wrong and misleading 
Information contributing 
further damage to that 
machine and the S'blt com¬ 
munity in general. 

There are two significant 
components of the XF551; 
the drive uiechanism and 
the Interface circuit board. 
The drive mechanism Is a 
360K> 2 slded^ 40 traek per 
side, 300 RPM. 5.25'^ unit, 
which is apparently of the 
IBM standard type. It is 
rated at 300 RPM and has 
its own on board circuitry, 
which 1 beUeve controls 
this speed, not the microp¬ 
rocessor on the interface 
board. So changing the 
ROM on the interface will 
not affect the fixed speed of 
the mechanism. 

Of the reputed XFS51 in- 
compatibilities I think the 
speed of the drive is an 
over-emphasised Issue, 
There seems to he a lot of 
worry about the 300 RPM In 
terms of copy protected 
disks. True there are pro¬ 
tection schemes that check 
the speed that sectors are 
loaded but this would also 
affect modified 810's and 
1050's. Anyway, 300 RPM is 
only 4.0% faster than stan¬ 
dard, which is almost Insig¬ 
nificant. 1 only have two 
disks in my entire collec¬ 
tion which won't load on 
the XF551 and I am not 
convinced It has anything 
to do with speed. There are 
other peculiarities of the 
machine which may be the 
cause of minor tncompatl- 
blllty [l.e. different opera¬ 
tion characteristics and 
microprocessor and the pre¬ 
sence of a configuration 
block). 

Most people think of a 


drive as performing two 
basic functions; reading and 
writing information. In fact 
It performs a third distinct 
function; formatting. Con¬ 
trary to what you may have 
read, the XF55I does not 
use the so called "timing 
hole" for controlling the 
speed. The hole is more cor¬ 
rectly called an "Index hole" 
and for the most part is 
ignored in the XF551, ex¬ 
cept during formatting. At 
that time its use apparently 
relates to the location of 
the beginning sector of 
each track (recall hard sec¬ 
tor floppy disks). 

During reading and writ¬ 
ing, the index hole Is 
ignored. This can be simply 
verified 1>y XF551 owners 
by covering the hole with 
tape on a formatted disk. 
Revolution speed remains 
constant despite the hole 
being covered. The XF551 
Can read and write on side 2 
of a disk if already format¬ 
ted, hut can't format side 2 
If it can't see the index hole 
when the disk is flipped. If 
careful not to scratch the 
disk, you can use a hole 
punch (twice) to provide the 
extra index hole opening 
through both sides of the 
black plastic jacket (but not 
through the physical disk 
Inside). If you donH know 
what I mean, check a recent 
PAGE 6 disk which has two 
Index hole openings, the 
XP551 can format those on 
either side with no problem! 
(I hope PAGE G will let 
XF551 owners know where 
to get them). 

I have no experience with 
the US doubler so can't real¬ 
ly comment regarding iVu 
double density sector skew 
problems on the XF55I. 
However, it occurs to me 
that, most probably no com¬ 
mercial software exists that 
would use that format. Any 
disk you might receive in 
that format is therefore un¬ 
likely to be copy protected. 
For use on the XF551 sim¬ 
ply ensure that the US 
doubler formats disks with 
sector skew off or else copy 
to an XFbbl sector skew 
formatted disk. 

Replacing the 5.25" drive 
mechanism with a 3.5'^ 
mechanism on the XP55X is 


not as simple a stated. On 
both mechanisms, most 
pins have the same assig¬ 
ned function, except for 
pins 32 and 31. On the 
5,25" mechanism they are 
"Side one select" and its 
"Ground return pin" respec¬ 
tively, but on the 3.5" 
mechanism they are 
"Spare". The 5.25" mechan¬ 
ism is 40 tracks per side 
but the 3.5" mechanism is 
80 tracks per side. The 
XF551 interface can only 
handle 80 tracks total, to 
handle the 3,5" mechanism 
the Interface needs to be 
modified. There have been 
at least two different mod¬ 
ifications available In the 
U.S.A for that purpose. 
Apparently they require 
changing the ROM and a 34 
pin plug as well as the drive 
mechanism, 

Finally, let me just say 
that the XF551 is an excel¬ 
lent drive for the serious 
S-blt enthusiast, as Is the 
1050. 1 use Superdos 5.1 
(quite Dos 2,5 compatible 
yet handles single/ enhan¬ 
ced/ double and 2 sided de¬ 
nsities in standard or fast 
baud rate) which allows the 
XF551 to really fly. There's 
been a lot of lingering mis¬ 
information spread about 
the XP551 which has hurt 
all 8-bit users. 1 hope the 
XF551 "haters" are happy 
now that It is no longer 
manufactured and nor will 
any other B-blt drive he. 1 
wish I had the foresight to 
purchase several while they 
were still availabie. 

John Stecyk, 

Haulhorn. Atislralia 

fftariks/of you com¬ 
ments. John. Most qj'the 
image problems of the XF55 J 
sfrfm/mm Atwi's (usuaQ lack 
of documoniatfoFi ond expia- 
rtai ion of the Luorfccnys of 
drtue. TfiO 1050just came out 
of the box, LL’US phtgged in 
and, UJdh a quick look at the 
manual, au.^ay you Luoni. With 
the XF55i, aU I fie proniLSetr oj 
double sided, double density 
storage dfdn’f appear to be 
Itiere, at least, for those u-’ho 
dkl not knotif enough Sojlnd 
theseJeolures. For ttie btyin¬ 
ner an advanced diik driLo 
lufth inod^pytiate documema- 


tion is a nightmare. 

Ti\e only point Lohioh / LLJoufd 
fake issue loitfi is tfte question 
of f/ie drive speed and its 
effect on copq protection. Tfte 
speed difference is not "insig¬ 
nificant' on certain sq/iurore. 
The UK company £3atabyte de^ 
veloped one of the most 
SOpflistitYited copy protection 
(ecfi/tiyues some years ago for 
flin UJord processor Super¬ 
script Now tfiis tons u yreni 
program bul i/yotir J050 or 
8W was rtuinffic/just sfiyhtiy 
ojjJ of speed (by 3 or more 
rpm} then it Luou.ldn’f load - a 
real pain. Databyie suhse- 
quently introduced ibis copy 
prolecfian ori tfieir otun yomes 
so there are a number of com¬ 
mercial programs that certain¬ 
ly won't run at 300 rpjyt 
Anof^ier problem is the myth 
of having to flip disks. There 
is absolutely no need to go fo 
the iengOis of cuUiny nofehes 
and [jtdex fiotes, ff the drive Ls 
properfy coti/iytired ii luiU 
aufoniadoaliy luriEe in ibofh 
sides of the disk. 

The XF551 is a good drive, 
perhi^s more SO ./or those 
Luho understand (heir sys- 
ieFFLs/uily. Beginners might 
FiOt Jirid it so easy to use aK qf 
the features but ihai is only 
beocutse its iaeks cioenmenfa- 
tiOFi:. if you find one, buy if 
aJtyuJay, you ujofi'I go Jar 
wrong, 

TAPE PROBLEMS 

1 own a 130XE and XC12 
tape recorder. When 1 saved 
a program in LIETed format 
so that I could combine it 
with other programs I tried 
to load it with ENTER "C:" 
hut it would not load the 
program. It gave the error 
143 but the cables are good 
and properly connected. 
Could you HELP? 

Eh Manning 

[Sflevw-Dljk, Holland 

This: terror is ffsuatly due^ to a 
poor gjjaifty tape, Sadly there 
is nothing that you can do but 
Sturt again. We did. publish a 
■ cassette verify routine a ti^fiite 
ago tahich alJoLtsed you to te.st 
tuhether a save had been suc- 
c^essful before wiping otit your 
program and it rnighf he wise 
to use a utility such as this. 


Nev^ Atari User - Issub 52 


7 














REVIEW 



some early user written 
software now available again 
reviewed by Paul Rixon 


S o, here we sire in the closing months of 1991 - some 

twelve ycEirs after the Atari 400 first emerged onto the 
computing scene, and almost nine years after the first 
edition of PAGE 6! Few^ niieros, and even fewer computer 
niag 3 >!:inea have sumved as long, E-^robably none can claim to 
have commaiKlefi such an enthusiastic (ollowlng- 
A recent report on the 1991 Atari Shareholders meeting by 
Atari Interface Maga^^ine reveals that tlie^XE is still in produc- • 
tlon. It is currently selling In South America, Eastern Europe 
and the Middle East. In the States, the S bit Atari is still 
supported by a small number of commercial organisations, 
such as Reerv'csoft - publishers of the Diamond GOS system 
reviewed in NAU #44 - and a nationwide network of user 
groups. Here in the UK there continues to be a trickle of new^ 
software releases from the budget houses of Zeppelin, Hi Tec 
and others, Howe^'er, the majority^ of programs currently avail¬ 
able originate from those ‘good of days’ of the last decade - 
many having re-emerged at drastically reduced prices, 

GralLn International, who have close ties with the Boume- 
niotith and Poole User Group, oiler many such ’oldles‘ in tlteir 
catalogues. Recently, they announced the availability of APX 
software in a series of specially-bundled collections. Newer 
Atarians may not recognise die abbreviation i\PX. but it was 
once a key oomponent of Atajrl's Stateside software support. 
iTie letters stood for Atari Program Exchange and the concept 
was an attempt to inv^olve users in supporting their own 
machines, The basic idea was that if someojie wTute a piece of 
software and thouglit It might be of interest, to other users, 
they would send it to i\PX. A panel of reviewers %vot3ld then 
decide whether or not it was worthy of inclusion in the APX 
catalo-gue, which was itself widely distributed to other Atari 
owmers. By keeping costs to a minimum - simple packaging, 
'standard’ user manuals (luxurious by modem standards!) and 
without spending hours of testing and development time -Atari 
could market AFX software at a much lower price Qian was 
oltierwise viable. Ttie only catch was that Atari would not 
guarantee the progrants In any way - the>^ were offered on an 
'is as’ basts with copious disclaimers accompanying the manu¬ 
als! Buying software from APX was a gamble but it could 
sometimes pay off. Some programs became so popular that 
thej'' were subse<^uently released Into the regular Atari line-up 
- authors had the Incentive of a share of annual prize money 
wtirth a hundred thousand dollarsl 
WTiat sort of programs were found in the j\FX'? Ttie answer is, 
simply, almost any and eveiy" kind! There were games, utilities, 
educational programs, music and specialist applications. Let s 
take a closer look at some of the best entertainment titles 
released by the APX. 

EASTERN FRONT 1941 was written by Chris Crawford [of 
De Re Atari fame] and published by AFX in 1982. Ifs a 
simulation of Operation Barbarossa. the German invasion of 
l<tiissia during World War H, The game is relatively complex 
and re-creates the eondilions of the campaign including ter¬ 
rain, scason-s and the various types of military units Involved. 
Each "turn’ covers one week in histoty’ In which the player 
must asses the strategic Information displayed and decide on 


the movement orders for his troops. The smooth multi-way 
.scrolling graphics were considered Innov'ative at tlie time of 
release and itiis helped Eastern Front cam the respect of many 
war-game fanatics, ft. was later marketed as a full-priced pack¬ 
age and is probably the best-known war-game to date. 
PHOBOS is the little known sequel to Caverns Of Mars, a 
’classic’ vertioal scroller that admittedly appears rather poor by 
today's Standards but was once thought to be rather good! 
Phobos runs along similar lines to its predecessor - the task is 
to manage a space craft rapidly descending through a series of 
increasingly h-azardous caverns. You must dodge encitiy mis¬ 
siles, obtain fuel for when it's needed later and carefully 
negotiate the winding passages. 'There are four skill options, 
ajid a maximum sixteen levels of defence. ITie game is addic¬ 
tive, and Ute graphics aren’t too bad at all! 
gUARXON earned author Scott Ludwig of Hawaii first prize 
In the autumn 1982 APX contest. The plot sets you In corilrol 
of a lEiser-equipped spaceship battling to sav^e your planet from, 
an enemy attack. The screen is split vertically Into two por¬ 
tions - one for each player. A central barrier separates two 
Opposing space craft, and a nicely shaded border defends a 
line of Droids on either side. Tlie objective is to fire your laser 
through randomly occurring openings In the barrier to break 
die protective shield and destrey^ your opponent’s Droids. Of 
course, tfic enemy - who may be human or silicon - is deter¬ 
mined to do the same to youl Considering the age of Quarxon, 
the graphics and sound are a lot better than you would expect! 

Clearly, the qualitj^ of APX software differs enormously from 
one program to another - the games mentioned above are the 
best amongst those I received from Gralln, but the omission of 
a title shouldn’t be regarded as a negative Indication, Next 
issue vre will continue to explore the APX. ulth a fociis on 
utilities and applications. 



EASTERN FRONT 
- OFie of the flf [ 
ftme clossfcs- that 
Luas firs t released 
in the Atari Prw/- 
ram exchange 


HOW TO OBTAIN APX SOFTWARE 

TTit? APX soJ^^uare featured above was supplied by Grafth /nier- 
jtniforiaJ:. 11 ShiiNto Road, Parkstorwi:, Pook. Dorset Bff J2 2BN. 
TJie exact cofnpo-sihon of casatette and disk coUeefton.? is subject 
to change and fill details of ciiirent atxffiabdfty and prices 
shoijJd be sought/rom Grafin, ^ 
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TIGER DEVELOPMENTS 

pr(»stnil <111 new af B-bil sciihvare 


MISSION ZIRCON 

Batlle Ihr^u^h lidal waves, junglBS, |ls« IJving Cavea and killer atrawberrJts In [fils 8 
level ahoDt 'em liip TenliJrlTl^ animated scenery, a wttpcns Shop far buying extra Hre 
power and smoolh harizcniel tcrplllhg 

CASSETTEyDISK t4.99 

PROGRAMMER'S WORKSHOP VOLUME 1 

Volume 1 leaiures uftllhles fpr designing and sEoring backdrops for games using the 
mlnimiim oT memory. This can be used lor Single 'fixed' acreena or large scrolling 
areas. As an example about 10D five colour 1$Q x 180 Siireens can be sforad In less 
(bin 10k! 

DISK ONLY £3.99 

COmffG SOON... TAf^KtJS AMO THS CRYSTAL OF FEAR 

PROGRAhIMER S VY0RK$H0P VOLUME 2 

Send chequea.''PDSIel Orders to 

TIGER DEVELOPMENTS, 21MENZIES AVENU E, WALMER, DEAL. KEIIT CTU 7QZ 

pIcBH hh ei po«Eaos 


8:16Jt|§he alternative Atari newsl^iteitii; 
quarterl3?;|^ 

1- Bovirnemoutli ^ Poole 
AtaSi^i User CJipoup 

covers more serious siie of At ari 8 bit 

tomputiB^rand is essential reading for any 
" ’ Atari enthusiasts.:! 
ii eS ubscript!on S 

|l UEtH4,80; Europ||j||;00 P 
Rest of She world - £9 (s^),i|i6 (air) ||| 
::248 W Road, O^d^e, Poiole 

Dorset BHl5 3EF 


■iCCCCCCOCCO^ 






Free Turbo BASIC & DOS 2.5 with subscription 


AHENTION ALL XL/XE OWNERS 


The first issue of the NEW monthly magazine 
ATARI EXCEL ia out now, and contains programs, 
tutorials in Basic and Machine Code, reviews, articles,new 
software and much, much more, all for Atari XUXE oniyE! 

ATARI EXCEL ISSUE 1 (Oct 91 ) £1.00 

Three l$sue subscription £3.00 

ATARI EXCEL + EXCEL BONUS DISK 

(Oct. 91 - contains programs from the mag plus £4.50 
lots of t>onusesf) 

Three issue subscription £13.00 

EXCEL BONUS DISK ONLY {Oct, 91) £4.00 

Three issue subscription £11.00 

Issues 1 - ^ of the old EXCEL DISK MAGAZINE 
are still available at td each or £10 for ail 5 issues] 

DISKS STILL A VAILABLE AT£7.99 EACH 

DRAG - SOGON- DREDIS - OBUTROlO - ZADOR - 
TECHNO NINJA* ~ TOBOT & BROS* - 
CULTIVATION & CHROMATICS - ZEBU LAND* 

>nluncHl denill,4rlut raqulwlll 

TAPES STILL AVAILABLE AT £2.99 EACH 

AMNESIA ‘ COLORFONT - TILE TROUBLE ^ 

XAGON & SPACEBALL ^ TRIAD i XEVIOUS - 
GALACTIC CHASE & SMUSH 

Ali from: 

ROBERT STUART, 21 STRONSAY WAY, BROOMLANDS, 
IRVINE, STRATHCLYDE, KA11 1H2, SCOTLAND 

Pt-eASE NOTE CMANGE OF ADDFtES^i* 
Please make all chequeai'PO's payable to Robert Stuart 
Overseas add £1 postage 


Gralin International 

11 Shillito Road, Parkstone, Poole, Dorset BH12 2BN 


8bit Hard E>rive Interface ..£99,95 

The K-P-I Hand Drive interfau will allow you to connect a 20ME SCSI 
drive (not supplied) to your Atari XL/XE computer. It comes complete 
with the My DOS disk operating system and can also he used with 
SpartaDOS. To complete the system you will need to purchase a PSU 
(63 watts minirrium) and cables. XE users also require the XE Adaptor 
board. For information sheet please said SSAE. 

Hand Drive Inierface.£99.95 XE Adaptor Board ..£15.00 


APX Collections 

Cassette £4.00ea Disk fS.OOea 

Set #1 :Te3U Fonnattcr Set #5iExtended Set #1:Preschool 

(Forms); Sound WSFN; Banner Games; Counter; 

Editor; Decision Generator; instedit; Mathematic-Tac-Toe; 

Maker; T: Text Ultimate Renumber Magic Melody Box 

EHsplay: Chameleon Utility; Dsembler Set tfZ^Developcis 

C RT Terminal Set #7: Aval anche; Disk; Dsembler; 

Emulator Attank!; Space Trek; Family Cash Flow; 

Set #2:Mugwump; Salmon Run BUS 

Babel; B lock ' em: Set #8: Player Piano; Set #3:B ASIC Utility; 

Phobos Terry; Space Chase; Instedit; Enhancement 

Set#3:Typo Attack; Magic Melody Box To Graph-It; Word 

Counter; Memory Set #10:Seven Card Processing Combo 

Match; Morse Code Stud: Bumper Pool; Set #4: Wizards Gold; 

Tutor Mankala; (^arxon Downhill; Meltdown; 

Set #4;Quarxon; Set #11:Dog Daze; Blackjack Casino 

Solitaire; Pro Dice Poker; Tack Set#S:Keyboard 

Bowling; Codccracker Trek; Codecracker Organ; Player Piano; 

“TZTTTT T Z * Graphic Sound Demo; 

ST Xformer Interface„.,.,*£19.95 insomnia 

Atari Shit emulator for Atari ST complete with #6;Blackjack 

cable for coraiection of Sbit disk drive, thus 

allowing you to boot those protected disks, Block^eirr Phobos 


ICD Products 


Print Shop ....£34.95 

^ r , j PS Graphics 1 & 3..£3,50ea 

We sulf have a limited quantity Timews*.0.50 

of the following Items in stock. Cui & Pasm sn 

Action! Toolkit only ..£15.99 Visicalc 99 

MAC/65 + Toolkit.£41.99 Flight Simulator II ..£14’9S 

^ncer Conn^tion.,„.£31.49 Super Pacman (ROM only) .£9.95 

P:R: Connection ..,....£44.95 Newsroom.... £1Z49 

SpariaDOS Con. Set DOS XE + Manual..,.£12,50 

-I-US Doubler.£31.49 LighispeedC £39 95 

SpartaDOSX......£41.99 Forth(D + hook)............£14’95 

Us Doubler ...„...,...£15.79 Graphics Transformer,£19.95 

Memory Upgrades Magniprintn +...£19.95 

l4MBytes for SOOXL, 65XE or ScanaJyzer...£22.95 

130XE (please specify model). Light Pen £25.00 


Requires RAM chips .,.„„.,£49,95 
256KByte upgrade for 800XL. 
I30XE compatible. Requires 
RAM chips..£24.95 


Light Gun ..,....,..........£29,95 

Microport XL Kit.,,.,*..,£17.50 


Come and meet us at AMS5 
9lh November, 1991 
Binglcy HalL Stafford 


New Suftwarc 

LDS 'C:' Emulator (Cass to 
Disk backup)...£6.95 WoK^proccssor & 

LDS Freezer XI^E (dump OS 

‘mV "foe OSNXL.£34.95 

65K MC-Mmitor (D) Bian,; qj . £14 ^5 

Ac lion [ Ttmldisk.£9.95 


Dimiifiim IF . fS QQ Scoll Adaiiis Adventures 

®N*w Gam^Soli^arV Graphic 1-6 Set. £19.95 

Disk-£9.95 / Cass-£6.95 1-12 Set.£14.95 

Gi^ablast / Barkonid / Plots Atari ST Software 

Disk Only Games Software Geography Tutor.£19,95 

Kjoss ..£4,95 Mugshot!...£9.95 

Scaremonger V2.5£7,95 Mcuf AKT^Ti-—T-— 

Invasion £6 95 ANTIC software and 

Player's Dream’T""!"!!!£6‘95 magazines avaibble. 

Lighttraccs .£6.95 P&K Charges 

Mad Marbles .,.,,,£4.95 orders under £50 


,£6.95 


Oversea extra. 


Ta?j^fxL(Xi";!!;!";i;T£6!95 Cheques/POs/IMOs payable to 
.».95 
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Feature 


EIGHT BITS 
OF HISTORY 

OR, THE WAY IT MIGHT HAVE BEEN 


Ed Hall charts the 
history of personal 
computers as it relates 
to Atari, 

Pure Science Fiction? 


O ne of Lhc Standard plot devices in science fiction is the 
parallel universe ^ a goofy concept invoMng the crea¬ 
tion of a new world every tinie someone sneezes, or 
chooses Pepsi instead of Coke. Ttius^ somewhere there is an 
Earth where dinosaurs are still running, around, and John F, 
Kervnedy was not assassinated, and 1 am. typing out Qtls article 
on my trusty 8-bit 

The soap opera world of personal computing is rich in the 
Held of alternate universes. Let’s look at some of them, as they 
relate to the Atari. 

ATARI BUYS OUT APPLE! 

In 1972 when Nolan Hushnell founded Atari, the name he 
wanted to use for his company was "Sy7>rg,^" but it had 
already been claimed hy a California roofing company. (Whew!) 
’’Atari" was a second choice. 

One day early in 1974 a long-haired, bare-footed teenager 
presented himself at Atari and demanded a Job. He was so 
detemiined tfiat tlie company figured it was a case of hire him 
or call the cops. 

'ITie kid's narnie was Stex^e Jobs and. as so often happened In 


his life, he got his own way. He taecame employee no. 54, and 
worked olf and on for Atari over the next two years. I’hough tic 
left for good In 1976 to begin a company called Apple Compu¬ 
ter, his relationship with Atari did not end Oiere. whenever he 
needed help, whether in the form of parts, personnel, or 
advice, he often went to Atari first. 

Atari at this time was manufacturing arcade games, and 
liding the crest of the phenomenal success of Pong. Nolan 
Dushnell had turned a ^5f>0 investment in 1972 into earnings 
of million the following year. ^\J1 unconventional man, an 
engineer filled with the entrepreneurial spirit, he was known 
around Silicon ’V'alley as King Pong. He often held brainstorm¬ 
ing sessions In a hot tub installed in Atari’s engineering build¬ 
ing. In those days new ideas and concepts were HushneU's 
stock in trade, for within a year of Pong’s release competition 
had already become fierce. The videogame industry, and then 
the personal computer industry, were so new. so volatile, that 
companies balanced on a knile-edge between bankruptcy and 
fantasticr riches. It was an industiy made for someone as 
mercurial and eccentric as Nolan Hushncll. In Steve =Jobs he 
seemed to recognize a kindred spirit. Once, when Jobs was on 
the verge of being fired, it was Hushncll who stepped in and 
rescued him. "If you don't want hini." he said, "I do." 

Even in a company as unconventional as Atari, Jobs stood 
out as an oddity. In the two year-period he worked there, he 
took time out tor primal scream therapy and visits to a com^ 
inune called the All-One Farm. He returned from a pilgrimage 
to India with his head shaved and wearing saffron robes. He 
became a fruitarian, following a diet to reduce the lormation ol 
bodily mucus. It was a regime which he believed made bathing 
unnecessaIy^ 

Jobs’s arrogance quickly alienated himself from his co-work¬ 
ers at Atari, and to keep the peace he w^as re-assigned to work 
at night. Sometimes he’d bring along his biiddy Steve Wozniak, 
who played games for free on tlie assembly line. 

One day Bushnell came up witli a neiw idea for a game and 
challenged Jobs to build it. For the next few nights, when Woz 
showed up to play games. Jobs got him Lo work on the detsign 
while he himself did the wire-wrapping. Ttie game, called 
"Breakout," was a logical extension of Pong, and became an 
enduring classic whose most recerit incarnation la "Arkanoldi." 
Bushnell offered Woz a Job, bufV^^oz was already happily 
employed at Hewlett-Packard, Like Jobs, he was a college 
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drop-aut and cluctrcnics junkie» but his reed love was compu¬ 
ters. This interesL became supercharged in Janiiaiy 1^75 
when the iirst personal eompuler, the AJtair, became available. 
IL was a kit needing hours of carefiil soldering to assemble. It 
came with less tliaii IK of menioiy; Information had to be 
entered using a row of toggle switches' and its display consis¬ 
ted of a row of flashing lights, Yet within a month the tiny 
company selling the kits was deluged with 4000 orders. 

Woz began building a ™mputer of liis own design, using parts 
scavenged from Atari and Hcwlett-Faekard. Ttioiigli he was 
doing it for fun. Jobs LtioughL it might have comnterclal possi¬ 
bilities, Others were sceptical because Woz had decided to go 
wiQi a brand-new microprocessor, the 6502, since It was 
signilicantly cheaper than the Intel 6060, which was used in 
the AJtair and other early machines. 

In fact, It turned nut to be one of many inspired choices made 
by the two Steves, 'fhe 6502 family of chips beeaiiic a stalwart 
of the personal computer industry, showing up not only tn the 
Apple II, but also Commodore's VIC-20 and 64, and Atari’s 
own 600/XL/XE. line. 

Undeterred by naysayers. Jobs convinced Woz to form a 
eompany which would produce and sell tlie boards that Woz 
had designed. The name they derided upon - Apple Computer, 
Inc. - reflected Jobs’s fruitarian leanings, It also put LtiCill 
ahead of Atari Jn the phone hook. 

It wasn't the -first time the two had Joined together in a 
business venture. Back in 1972, when Jobs was Still in high 
schoo], they had built and hawked another Woz desigJi - blue 
boxes - devices used to tiick the phone contpany Into allowing 
free long-distance calls, Tliis lime the business was legitimate, 
tliough still a Sideline. Neither of them planned on giving up 
their daytime employment at Atari and Hewlett-Packard. 

BACK TO THE GARAGE 

vJobs immediately began recruiting people from Atari to help 
bring out die new computer. Ron Wayne become the third 
partrier in Apple Computer, Inc.; he designed the first com¬ 
pany logo and worked on the technical manual. Howard Can- 
tin (who had laid out the original Pong board) did the ssehema- 
tics. Later, another recruit was Kod Holt, who left Atari and 
became a key Apple engineer. 

Working nut of the Jobs's family garage, the tiny company 
produced a small quantity' of Apple I'a. By today's standards. It 
w'asn't much of a computer. It had no case, no keyboard, and 
no power supply. It was simply a cb’cult boaid whose display 
output was limited to black-and-white. Jobs and Woz hoped to 
make a modest profit, and were astounded when they received 
a $25,000 order. Jobs scrambled to raise enough credit to fill 
the order. 

It was a heady, exciting, nerve-wracking time. Jobs threw all 
his energy into the company while Woz was busy making 
improv^ements to his original design. Topping the list was tire 
capabilir^^ to display in colour, SO Woz could play Breakout on 
his o’ATi computer. By Qie fall of 1976 he had a prototype of the 
Apple II ready for the first ever personal computer festival. But. 
bringing out the Apple II Involved a significant escalation of 
risk. First of It was going to be a complete unit (case, keyboard, 
power supply) which meant a signifirantb' higher production 
cost. 

Secondly, new companies and new computers were popping 
up as people scented the money' Ltiat Could be made. Most of 
the early companies ollcring personal computers had hobbyist 
origins. They began nerv'uusly looking over their shoulders, 
aribeipating the arrival of established companies like 'Tandy 


and Texas Insl.rumerits, against whom they felt ft would be 
impossible to compcLe. 

All three Apple partners felt the pressure, Ron Wayne got cold 
feet and backed out of the company, Woz offered bis new 
machine, the Apple II. to Hewlett-Packard, but his employers 
politely declined. E^^'eii Jobs was ready tm sell. He olTcrcd the 
Apple li to Commodore, but ihey thought the price was Loo 
steep. He also offered it to Atari, but made the mistake of 
putting his bare feet on the desk of company president, Joe 
Keenan, and was immediately ordered out of the officer At the 
time Atari was stretched loo Lhiii to get Into computers any¬ 
way. 'I he ves game system was under development and the 
c.'ompany desperately needed capital. It was for this reason 
that Nolan Buslinell sold controlling interest to Warner Com¬ 
munications, 


ENTER THE TWO MIKES 

Buslinell did however give Jobs a tip that eventually bnnught 
Mike Markkula and Mike Scott to Apple Computer. Together 
the two Mikes supplied something the two Stevea did not have 
- experience in ninning a company - and it was the tliial 
component necessary to make Apple Computer a success. 

The Apple II was introduced in 1977 [the same year as the 
Commodore PET and the Radio Shack TRS-80 Model I) and 
became an instant success. By 1980 Apple was the Industiy 
leader ulth sales of SI 17 million, over 1000 employees, and 
several new computers under development. When Apple finally 
went public that year. Its market value became greater Ltian 
Qiat of Foi"d Motor Company, and Steve Jobs was suddenly 
worth $264 million. 

But as lmix>ii;ant as lO&O was in the fairy'-tale story of Apple, 
the previous year was perhaps even more sigriilieanL, lor Ln 
1979 Steve Jobs swirng a deal ultfi Xerox, whicli gained him 
admittance t.o fhe Palo xAlto Research Centre (PARC), a sort of 
ivory' tower of the computer world, into which Xerox had 
pumped $100 million towards long-tejm! research. There Jobs 
and otficrs from Apple discovered ^jmalltalk, a visually 
oriented programming language designed by computer vision- 
aiy Alan Kay, Smalltalk used v.1ndow.s. icuria, pull-down 
menus, and a mouse, Jobs was so impressed he Liieorpuraled 
all of these features into the Lisa and the Macintosh, both of 
which were already under development at Apple. Though 
Xerox used similar features in its own comi>uter. the Star, it 
was not a success when it debuted In 1981 - it took the Mac. 
which came out tliree years later, to popularize these features. 
Eventually a graphics-based operating system using the de¬ 
sktop metaphor would be Imitated not only by Atari and 
Commodore, but also by IBM. 

Tlie Macintosh became a personal crusade for Jobs, and 
opened a deep rift in the company. He drov'c the Mac team 
extraordinarily hard and demaridetl total commitinent from 
them. He wanted people still imbued with the hacker spirif, 
people willing Lo go the limit to produce an "insanely great," 
produet, a Computer which would "make a dent in the uni¬ 
verse.” He didn't ‘^-vant the bureaucrats and traditional en¬ 
gineers who had fouled up the Apple IH and (he Li.aa. He 
wanted renegades, people who got things right Qirough sheer 
brilliance, not by endless meetings and committee-work. Con¬ 
sequently fto screen out people -wiLti tfic "wrong stuff'l job 
interviews were rather strange. "How many times have yoii 
dropped acid?" and ''\ApT:ien did you lose your vli'gtnltyl^" were 
two standard questions. Tire final test Involved playing a game 
of Defender with Bnirell Smith, a self-taught engineer who was 
designing the main circuit board for the Maeintosh. If you 
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didn’t play a hot of l>;fender, you weren’t likely to lU in. 
Jobs was still visiting Atari In the early 19ti0s. even though 
Nolan Bushnell was no Longer around, Every few months he 
would show up to have Inneh with AJan Kay in Atari’s execu¬ 
tive dining room, Kay had finally tired of FARC and joined Atari 
as its chief scientist. Tfiere he was urged to build "fantasy 
ampliflers,” One of the presets he was working on was an 
"Interactive movie g^ne"; another w^as an encyclopedia in a 
Smalltalk type environment. 

Finally, in 1984, with Atari on the skids. Jobs finally convin¬ 
ced Kay to join Apple. Kay immediately earned Jobs's displea¬ 
sure by writing a memo which compared the Macintosh to a 
Honda with a one-quart gas lank. 

Tlie following year w^as Jobs's last at Apple. Tlie disappointing 
sales of the Macintosh threw the company into upheaval, and 
Jobs was finally ousted by another man he had hired, the man 
from Pepsi, John Sculley. 

One can't help wondering how good a game of Defender John 
Sculley plays. 

IBM BUYS ATARI! 

Atari not only started a whole nevr industry in 1972, it helped 
launch a revoluiiori. First of all, Atari's video games subtly 
altered the relationship between people and their television 
sets by changing people’s roles from a passive one to an active 
one. Ilien, by inlUtratlng so many homes (there was a 
videogame in 17% of American households by 1982 ), it pre¬ 
pared the way for a far more important dfrince, the personal 
computer. 

If the personal computer was revolutionary, then IHM came to 
symbolize all that was being rebelled against. "Personal'' com¬ 
puters were designed by people who w^aiited their own 
machines, electronic Ibpples who didn't want to genuflect 
before drones iri white lab coats to get computer time. For 
them, IBM was tlie enemy - rich, poiiverful and conserv’ative - a 
compEiriy of blue-suited clones. IBM was the Establishment 
and its product was impersonal computers. 

In Gieir early years companies like Apple arid Atari could not 
have been farther in spirit from SHM. One day when Apple was 
readying for a visit from Bank of America officials, Mike Scott 
had to get a programmer to quickly expunge the low-score 
message 'Thre Shif from the Apple version of Breakout. Anri 
at Atari, when a visiting rep from Sears viewed a program he 
found bizarre and wondered aloud what drugs the designer 
had been on, someone stepped forward with a ligfited Joint to 
show him. 

But tliC wild and woolly days began to charige as corporate 
America took notice of die money these firms were generating. 
Warner Cornmniiteatious, a huge entertainment conglornerate 
with holdings in the film and record industry, took over Atari 
In 1976. It sank a lot of money into the VCS game unit and 
brought it lo market in 1977. Even then there was a lot of 
competition and Atari may not have survived witiiout the 
backing of its parent ('ompany. But in 1979 Warner’s patience 
paid oil when Space Invaders arrived from Japan and touched 
off a worldwide videogame craze. 

By then Nolan Bushnell was gone. He had htmg around as 
chairman for a couple of years after Warner took over, but his 
interest faded quickly. Early in 1979 his position was lilled by 
li^y Kassar, one of the first of a new breed of e.xecu lives to 
arrive in Qie upper echelons of the personal computer Indus- 
try. Unlike Scott and Markkula at Apple, he had no prior 
knowledge of, experience with, or Interest in computers. His 
background was not in engineering, but in textiles - undcrw'ear 


and rugs, to be precise. He cut out tub parties, cranked up 
security and established dress codes. ’Marketing" became the 
new battle cr^c 

Ttie year that Kassar took over as chairman of Atari was 
signlflcEint not only for tlie arrival of Space Invaders, hut also 
for the debut of Atari’s own computers. The Apple success 
story was a pow^erful reason to enter the market, but where 
Breakout had. exerted a subtle tnllucnce upon Woz and Gie 
Apple II, videogames played a more prominent role in Qie 
development of tiic Atari compuijers. Since games were already 
an important segment of computer software, it was clear that 
any computer produced by Atari, the acknowledged leader In 
videogames, would be a formidable game maciiine. In fact. 

Atari's computers evolved out of its home videogame unit, the 
VCS [Video Computer System), with Steve Mayer and Joe 
[Jee-uir being principal designers of boLti systetns- 
Powored by the same microprocessor as the Apple II, (he Atari 
computers used additional custom chips which made Qiem 
unrivalleri in the home computer market for sound and 
graphics. Jay Miner designed the ANTIC and CTIA chips, while 
Doug Neubauer did the TOKEY chip. Neubauer also wrote Star 
Raiders, the game which showcased the Atari's advajiceri 
graphics so well that many people bought die computer just to 
play tlie game. 

In addition to their game-playJng ability, the design of these 
new computers reflected Atari's mentality In another way. Woz 
had given the Apple 11 eight slots which wei’e spetrifically 
designed to make it easy to hook up additional circuit boards. 
The Atari computers on the other hand were basically closed 
systems, having only a fewf slots intended for meinoiy^ expan¬ 
sion, Tlie Apple U s design attracted numerous companies 
which became rich making peripherals and add-ons. The 
availability of such items played an important role in extending 
the file of the Apple II. and was just another element in the 
symergy of success which the Apple II enjoyed. 

Despite this shortcoming. Atari's computers initially sold well 
and soon canned out a respectable share of the home market., 
Nev'ertheicss it was VCS sales which accounted for the ma jor 
portion of Atari’s revenues. In 196^} Apple prixiucts may have 
been selling like crazy |S117 million in sales], but Atari's 
volume of business was even greater IS415 million). In 6 
months Warner stock shot up 35%, Soon Atari was accounting 
for well over half of Warner’s operating profit, Including many 
times more than its record and film divisions. 

THE $2 BILLION 
TURNOVER! 

But even as Atari reaped fantastic profits, it was already 
sowing seeds which would contribute to Its own downfall. First 
of all, success made the new Atari over-confident; it was 
making so much money ($2 billion in sales in 19821 that it 
caiTw to believe it thoroughly understood the home computer 
and vidcogajne marketplace. In fact, no one did. It was a time 
when a new company like Oshome Computer could go from 
multi-millioii dollar sales one year to bankruptcy the next. 

Even larger companies like Apple and Atari weren't imper¬ 
vious to financial trouble, as they were soon to discover. One 
reason was simply a factor of their explosive growth - they 
became increasingly bureaueraGc and had trouble reacting 
quickly enOLigjt to the rapidly changing demands of the mar¬ 
ket place. However, boGi Apple and Atari were generating so 
niuch revenue that they had a larger margin of error than 
smaller companies. Apple 11 sales carried tlie company tlirough 


12 


Issue 52 ’ New Atari User 
















the twin debacles of Apple III and the Lisa, as well as the lonff 
dev elopment period of tlic Macintosh, At Atari, Qie eornpany 
continued to reap vast prolUs despite its backward policy 
toward software - a policy directly attributable to Ray Kassar's 
IgnorajiCc of the product he was aelling. Kor the new Atari, 
computers and videogames were simply another consumer 
product wdiosc success w^as primarily dependant upon mar- 
keting. 


EXIT PROGRAMMERS 

Atari had decided that the formula for success was in Ijuying 
the rights to games like PacMan, which had already proved 
successful In, the arcades, or spinoffs from movies like "E'P' 
and "Raiders of the Lost Ark." Atari spent millions acquiring 
such rights, then fiercely protected them tlirough lawsuits. 
Consequently Atari dowTiplayed the ipiportance of its pro'g- 
rammers. After all, il was marketing, not programming, which 
had brought in the money. At a time w^hen other companies 
were treating their programmers like rtick stars and paying 
them sizeable sums in royalties, Atari refused to acknowledge 
their names and in many cases, as with Star Raiders, paid no 
royalties at all. Wficn some of them complained, Kassar 
claimed they were no more important than designers of towels. 
As a result. Atari lost a number of gifted programmers, who left 
to start, up ftrins like Acti\1.sion and Imaglc, companies whose 
software sales soon began to bite into Atari’s profits. In ISfiO, 
Activision's first year of business, the company grossed nearly 
S70 million, 

Kassar also tried to keep the workings of Atari's new compu¬ 
ters a closely guarded secret. To him, such a decision made 
sense In a highly competitive market. Ttiis decision, however, 
was clearly a hiistakc in the home computer market, whicji 
had a tradition of openness and sharing. More importantly, it 
simply retarded the development of software for Atari compu¬ 
ters, and in one case, so angered a brilliant programmer 
named John Harris, that he reJused to sell Atari his state- 
of-the-art game "Jawbreaker." 

Despite the impressive growth of the home computer market, 
corporate America was slow to take seriously the fledgling 
Industry. After all, it had not been validated by IBM. But the 
spiralling prollts of firms like Apple and Atari were blood in the 
water for the corporate leviathan. Soon a Big Blue fin began to 
circle the upstart firms of Silicon Valley. 

BIG BLUE APPROACHES 

When IBM finally decided to get into personal computers, 
they first considered buying a firm already in the market, thus 
leapfrogging the costly delays involved in developing a compu- 
Lcr from scratch. Tlie group that was put together to explore 
this option recommended tliat IBM buy out Atari. Tlie proposal 
was brought to a dead.halt, however, because IBM chairman, 
Frank Carey, wanted only "the best," and according to the 
advice he was given, that meant Apple, not Atari. Since Apple 
was sure to resist a take-over attempt, IBM’s only altematlvie 
was to taring out their own personal computer, They did so in 
iSSl, after a development period of only a year. 

It was an amazing feat Ibr a company as elephantine as IBM. 
Perhaps equally remarkable was the open architecture that it 
employed, making It closer Ln spirit to the Apple il than tlie 
Atari SCK). Such openness was distinctly un-IBM-like. 

UTiUe the PC was under development, IBM approached Bill 


Gates, another computer whizkid and co-founder of Microsoft. 
At the time Gates was working on a version of Microsoft Basic 
for the Atari 400/800, and had a meeting with Ray Kassar 
scheduled the next day. Hurriedly Gates cancelled that meet¬ 
ing so that he could receive IBM. Before any discussion could 
begin, however. Gates was obliged to sign a doeument which 
pledged his sccrei^y on niatters relating to IBM, but gave EBM 
free use of any secrets Gates himself might inadvertently 
reveal. Despite Lliis lopsided agreement, the meeting turned 
out to be a veiy^ profitable one fnr Gates, as it ultimately led to 
his company’s development of MS- DOS, the operating system 
for IBM's new PC. 

COMMODORE 
BUYS APPLE! 

'llie success Storys of Jack Tramiel, founder of Commodore 
Busines.s Machines, is e^^'en more remarkable than that of 
Steve Jobs. Born In Poland in 1938, he spent a mafor portion 
of his te-enage years in the Nazi death camps. For him there 
was no need o-i a pilgrimage to India to give meaning to his life, 
and his diet while at Auschwitz was not an experiment. He 
became a survivor, and Ibis experience toughened him for 
survival in the busincsEj world, and especially In the personal 
computer market, where the pressure can be brutal. Michael 
Tnanezyk. a former Tramiel aid, observ^ed that working at Com¬ 
modore, or any other compuLer company in those days, was 
like being in a real-life \1deogame game - one slip, one false 
move, and you Ye dead. At Apple, Steve Jobs frequently wept, 
while Tramiel, whose personal battle cry became, ''Business is 
war,” was once physically attacked by an employee who broke 
under (Jie strain. 

A]>art from tlie difTercncc in their ages and backgrounds, 
there are many interesting aimilarities between Jack Tramiel 
and Stevie Jobs, Both are equipped with powerful personalities, 
both employ confrontation as a management tool, and both are 
able to infuse in others their own compelling vision of tlie 
future. So powerful vras this In Jobs that eo-workers at. Apple 
called him ' the realily-distortion field." At Commodore, Tramiel 
preached a brand of hard-nosed business that became known 
as 'The Religion.Tliough his nile was paternalistic and auto¬ 
cratic. he was able to instill greal loyalty^ among his top 
workers. 

After coming to AJlierlca. Tramiel started a typewriter repair 
sfiop and soon branched out into adding machines. When the 
first microprcM:essors w^ere developed in Llie early 1970s by 
Intel and Texas Instruments for use in calculators, it seemed a 
natural pruduet for his company to get into. Commodore began 
selling a line of calculators based on a Texas Instruments chip. 
When Texas Instruments itself entered the market with its ownrt 
calculators, it crushed most of its competitors and Commodore 
nearly went under. 

NEXT ISSUE ... 

WILL JACK TRAMIEL S W?VIVE? 
WILL ATARI SURVIVE? 

MORE ASTOUNDRVG STORIES 
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U/XETVI’f-IN 



BAT PACK 



I f once was a qum sleepy village in rejnofe 
TrartSi^/lLionia bi^E rt?r^?FU!y there have been a 
number oj strange deatl-Ls and disappearanees. 
At night, if u.?cis once comrrwn to see the 

odd bat or two ^flitting around dte rooj}ops. there 
are doiij hiiyt 'of theni, some niiich larger 
than others. Ajeuf villagers hat>e staged awake tiff 
dauri anrJ_/bffon.]e{:i fhe./locks of bats as they refi-tm 
fiome^br fht? daglight hours aiid have discovered that 
they return to a forge cauejiJLSf up on the moLtntairiside 
just Oiitside foicrl, 

A group of L'iiiagcrs decide to eradicate the rTionoce btti 
fjt; the time you aniot^ of tfie cave moufh goujuid fiiof 
you are alone, none of the others have the courage io 
come eceri this Jdr. As you enter the cave gou^find that it 
is no ordinary cave but something that must have lyeen 
engineered by euif jbrees ^nony aeons ago. 

Here Ls the breed itig groitnd of the bats buf yoit soon 
discouer that it is more thanjiiSt a natitral habitat. Bfood 
drips from the rooj and there are sf range rooms eoery so 
often and you soori discoiJer that traps may he sprung 
uthicfi./ire su’ords or mysferioi4sfy transport you info 
otht^r rootns. As you loatcJi the hafs you see that die 
imrmfess grey fxits are ftimed into red oampire bats if 
tfiey are hit by tFte dripping blood. 

This is going to be a teTriJ'gingJoumeg but one that has 
to fx^ imdertafcen if the oiffager is to be saoed/rotn the 
terror that is worse than death. You brauelg continJie. 
hoping that you uiift./tnd something uiorig die u^iy to 
help you. 


PLAYING THE GAME 

Up 10 4 players can play in turns, one screen at a time, using 
a joystick inserted 111 Port. 1. Wlien the game lias loaded press 
SELECT to indicate the currect n umber oi' players then press 
the joystick trigger. 

Set the TTuriiinum number of bats you wish to remove by 
moving Qie Joystick forw'ards/backwards and pressing the but¬ 
ton when die desired figure displays, This determines the 
number of points you score per bat W'hlch is 10 times this 
figure for grey bats and 30 times tills for red bats. You must 
dispose of at least Qiis number of bats to go on to the next 
screen so dtniY be too greedyl 

You have 3 lives per screen and you lose one eat^h Lime you 
make contact with the blood, a sword, or a vampire when yon 
are not prepared to kill it. 

To remove a grey bat pick up a cage f'C” will appear) then 
catch one. To kill □ Vampli’e mow directly over the box of 
matches to pick 3 up ("M" will display until you have none left). 
Next make confaeL with a candle to light it up and reveal Lhe 
daggers. Pick up a dagger ("D" will display} and stab a red bat 
while the light is still on. Note that you cannot hold a dagger 
and a cage at die same time. To pick up items move your 
playing figure directly over them. The same applies to catching 
bats. 

The number of bats you need to dispose of will be displayed 
and will reduce each time you catch one. When you have 
disposed of the minimum number this figure will be s'ero and 
the exit space "x” wall appear in one of the rooms- You can exit 
scffipn when you wish by moving directly ov^er the x . Play 
then passes to ihe next player. 

Hie bats increase In speed the further you gO- The game 
finishes when all players have lost their lives. 
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El 1 REM MW- WM M -MM M MMM'M-HXWHUMMI J j i MM 
OC 2 REM * BflT i^flCK * 

RQ S REM « btJ » 

UL 4 REM * Bill Halsall « 

ec 5 REM *------ —» 

BF REM * MEN AT ART USER - OCT. 1991 » 
EO 7 REM 
AY 10 REM 
MA 14 ftEM 


BOOT TAPE/OBJECT COtE FILE 


BASED QH MEKSAUeft 


n'a:M»iwi>i33ai 

BK IG HEM 

PC 20 OEM LTHEG C9B) , A$ CBi?Z3 ; LlttE = 990 ;CHT 
= -40 STRAP lOOlCOStfB 200 
LM 3€ ASti>-"0“: AStB1923=''0''T0^t2Ji:AS 
HG 40 LlNE = LlHE+ie 3 CNT=:CHT + 4S : READ EINE£^, 
CHKSUMS.? “OESHSISS LIRE ";LIME 
IH SO CUK^USRC1536,ADR CLINES),ADRtAG3+CNT 
) 

AT 00 liCIrSUO ZOO! GOTO 40 

VH 100 IF PEEK (195)06 THEN ? "ERHOR "jPE 
EKC19G)fOKRStZS3)iEKD 
AL 110 ? ■■ i:[ii!iaNMii:crfcV '; trap lee 
RK 120 ? "CDSISK OH (T) APE'* £ CO SUB ISO 3^ IF 
THEN 140 

AK 130 ? "READY CASSETTE AND PRESS RETURN 
"lOFEN ni^O,12S,"CS"SGOTO 160 
KU 140 ? "READY DISK AND PRESS RETURN":GO 
sue 100;IF K<>1&6 THEN 140 
JI ISO OPEN »1jS,0^"D!BATPAOKPOBJ" 

HO 160 t 4400J SCLOSE ttl;EHO 

ZH ISO CLOSE tIisDPEN HI ^ 4 p 0 . "K 3 " 3 GET «1, K 
: CLOSE HllRETUtaN 

MR 200 FDR A = 153B TO 1656lREAD D3 POKE A^D 
SNEKT AS RETURN 


IK 210 DATA 216^104^104,133,204,104^133^2 
03,104,133,206,104j133j 205^169,0,141,1 
27,0,141 

IZ ZZO DATA 126j6j160,255j140,125,6,140,1 
26,6,173,126,6.201,47,ZBB,11,173,127,6 


QG 230 DAT* 133,212,173,128,6,133,213,96, 
172,125,6,200,140,125,6,177,203,32,111 
, 6 

IS 240 DATA 10,10,10,10,141,123,6,172,125 
, 6, ZOO, 140,126,^6, £77,203,32,111,6,2 4 
2H 250 DATA 109,123,6,172,126,6,200,140,1 
26,6,145,205,24,109,127,6,141,127,6,17 
3 

MV 260 DATA 120,6,105,O,141,12B,6,76,SO,6 
,96,201,56,£44,4,56,233,55,96,56,233,4 
8,96 

YL 300 DLHE = PEEf<: C104>PZ56 + PEEKC1BS> 

RM 310 IF LINEODLNE THEN ? ■■ WITTa "i STRS ( 
LINE!;" t£tjfc5-14:t>tP 'iEltD 
QZ 320 IF CMKSUHOCHK THEN 2 IN DA 

TA AT LINE "jSTR$CLINE) 3 END 
ZF 330 RETURN 

0G 1000 DATA O023OOZOZ7Z0A9DD8D2FO2A93C8D 
O2D3A90OSDE7ft2S.5OEA93SSDE0e205OFA92O05 
0AA92OS5OB166O4CD4ZFOeOOOe«BOO,3638 
RF lOlO DATA 0OO000000008e0BF0XOe>fl300O080 
88Fcroc0r0O0eoo8esoFO3O6os00eoeoBi:oFOF 
373FO0Oe00G0C0CO70FOrEFFFFFOCB,3562 
TB 1020 DATA COOOOOFCFCFCSOOCOCeoeOCBCOFO 
FCFFFFF73FOCOC3CFCFCFC7CFfl3Ffl€03D0OOBO 
OOBOF0Cfl«OOO000OOO0OOZeBOA1555,4S70 
UD lose DATA 445544802BAe5555455545S54455 
445544 55005545554555455400020A Z5 28A 415 
92A2O0A06046AAA8eAAAAAAAZA282A,4100 
NY 1040 DATA 0AOOOOAAE2A6AOAeaO»000FFFFFS 
FAFAFAFFFFFCFF&frEEECEerFFF F 7F 5F 7 F 7 F 7F F 
FF3FF7D777F7F7rFFFFFBFBBAE0BAE,9548 
UK 1050 DATA BBAEAAFFBeEFOOCFUBEFAAOOOOOO 

ooeo33oc33ooooD6ii04OOBeeeocec0cacococ 

OCBC0C0Cl5O4fl4O4a0 O fi 4411440080,2088 
PF 1060 DATA 0000004411000000000000441144 
00060000004411441090000000441144110000 
006044114411441000004411441144,1069 
HI 1070 DATA 1104004411441144114410000000 
000000441i0D0B0«0ooo«BOBiio0ooBeoeeeee 


continued 


TYPING IT IN 


Cassette and disk users should type in Listing 1, SAVE or 
CSAVE a copy, then RUN ihe program. The program wili 
check each line of data and inform you of any errors. Correct 
any errors and RUN ihe program again uniil aii errors are 
eiiminaied. When Ihis i$ done answer the cassetia/disk ques¬ 
tions aocordingiy to create a tract tape or binary disk tile. 

Cassette users should ioad the bool tape created by firstly 
removing aii cartridges and then turning on the computer 
whiie holding down the START key [XL and XE owners 
should hold dcwri' OPTION as well), Press RETURN and the 
tape will load and run automatically. 

Disk users should clear Listing 1 from memory after saving 
and running it as above by typing NEW and pressing RE¬ 
TURN. Next, ty;pe in Listing 2 and save it on the same disk as 
the binary file created by Listing 1. RUN the Listing 2 program 
with the disk in the drive and the game will load and run 
automatically.- 


by BiU Halsall 


are pleaded wJipfcorne hack Haisatf ujfio has luritien 
rTiany ejtcelieru parriesjfbr us iii the past. Bill is slift keen to 
taekle new games bu! his main pmbtcm: Ls a lack of ideas Jor 
(jfamiC pfois. 77iis one ivas suggesled hg ajriend of his daughter 
Li.'f'ijo ULias heavily inlo ihe Jilm The l^si Hoys. 

Vtere mus( be niant/ readers u>ho hcu.'^e tjiood ideas/or yurrte 
plots but Luho lack fhe programjnmg knotiiledrje fo create fhe 
jqfam.e. so lioiu about some supc^estions that mic^fu: spidr Biif into 
iL’ritrng ajeu.? more games/or you.? Take a look at Biff's preufolis 
games and see if you can come op luith a plot or Iloo, Send your 
ideas to PAGE 6 at the normal addre.'is, making sunff they are 
clearly marked for HtU HalsaU and we UJj'ff send them on. V^Tia 
knOLuS,. One day yuur yame plot rnigM appear as a brand nejjj 
lisiing in JVeic Atari Userl 
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BAT PACK 


44iieeee'fli«9aeeie44ii3ABBDB00eB«^^4 9^ 

±aaO DATA 11441lBBBBBfllfl441l44iiaaee04 
11441X441100104411444.144114411*4114411 
4411441 l44lirrFFFf:iCaO00aaFF00^ 7337 

La 1090 DATA O00OOOOOC030FF3OCOOB0O1C^E1D 
7F5L0BOBBOlC3:£&D7FlD0eOB0OlCZAlD7F5COO 
0O001G2ASC7FlD0000001ClElClCXCj,2ZZl 
4Z 1100 DATA 1C:000O1CSE1D7FSC00000O1C3E1C 
1C1D1C00001G3ES€:7F1D00000O0OOO1D41*01C 
14ia0BOBEC4l0ilC14040eBfllD4l40,1004 
AH 1110 DATA 1C141BBBO0SC41O11C140400001C 

0 00S OS 0 a1a 0 eeo10414 0 307 e o 20000 it 00000 a 

O6Ot0000l?O41OllE3AZ3£22134OO3e j 1232 
RF 1120 DATA 2123ZBeS0e002279OO22690O0C0O 
28ei6C73010COO0O0fiaF7Z002E057700217401 
72e90B35736S7200OOO00OA?0OaD2Fp3092 
UL 1130 DATA 0ZA93e8D07D4A20OBDZB2e9D0034 
B D 2 B 2190003'5 A 9009D lOllE a D DEC A002 OD1D D S 
A9218DBF02A9O0SDB8D2A203SD0FD2M027 
HT 1140 DATA A9EABD300ZA922SDI10ZA2000DD4 
229DCO02CA10F7ft9ZOOD2F02A03EAZ23A9O726 
5CF4A7C0BD0ED4AZO7BD3B222D1O33,5161 
HF £1^0 DATA CAlOF76eO6lA00BOBAlCOSZ6A04B 
A9OaaD10D0A?340009046040304Z003142432Z 

90£044B13A44ei3B44O13C44013D44j 3460 
ON 1160 DATA Di3E44O13F44O14D44014144O14Z 
44014344014444014544014644014744014044 
el49440l4A44O14B44O14C44O14D44 j 2216 
TF 1170 DATA 014E44B14F44015O4401S141EA22 

20062420BD2E2OCe2E2OE92EA9DD8D0002A922 
BO010Z4C62E4A937S5CCO9OO85C0A0j 4477 
EC liao DATA BaA9ZE91C0t0D0F9E6CCA5COt96B 
D0EFA93SSSCCA013ADOAD229O71O691E91CXBCS 
C0ECD0F1A204E6CCA9OOBBi391CBCS^ 7037 
TM 1190 DATA COECDOr9CAD0F0E6CCAei4AD0AD2 
29D7ie69Z69lCBCOCOECDOFlE6CCA5CC:P968DO 
C2A900S500A2DBBOCB66CDBD9424B5,7522 

QC 1200 DATA CO3aE9Oia5tEftD0AD238E93a9eFS 

6919ABA90O91CB91CPCS91CB91CDC89lCil91CD 

C a 91C D9X C D 1 0C000D0010 600O500D0,76 26 
DY 1210 DATA 05 A92E A2O09D0037E0D0FAA910S6 
00AZ00AD0AD229O3ie65009D5033ADOADZZ9O7 
ASB994249D6033EDA5001OD9iea5B0 j 5475 
ER 1220 DATA C9EBDODDA2OOBD6O3385CC18e905 
aSCE0D503305O0B5COAO0BZ057Z4OD0ODOF9E6 
COC6CEAeeO2OG724a0OA2OS724EaE0j 6074 
HA 1230 DATA 0DD0D32O6624OOA91S9lO091CDCe 
A 91991CO9ltDO060A20eODOADZZ907F0F 93070 
SO3385CB9DAE31AD0AD22903FeF910j 6047 
KH 1240 DATA 7D60339DBD3185CCAOOOA94191CD 
E a E 0 0 D D 0D5603a 3E 44405056500 2 A20O093 7 90 
7033EftE048DOFSAZeOA0369S994433> 5840 
i&K 1250 DATA C0O06BDBF760A5B10502F0OFA5B6 
38E913O24S9DF422CACACA10FOA5B3a5B4FO12 
AO00A6070D393399FS22E8CSCflC8CO,7067 
UN 1260 DATA 480OFZA9B0O5B1B5BZB5B3050420 
592CAD792EFO03CE792E60A90flaDB025OD78O2 
2901&8O32O27Z5AD7802Z9O2DOO320,4914 
HN 1270 DATA 3EZ5AD7aO22904&003Z0552SA&7e 
aZZ900D0032O6C256OA90O8DS325C6B72OBlZ5 
A6BSF0e3E6B760E60420042S6OA910j.4730 
OH 1260 DATA SD83Z5E6B720B12SA580FO03O6B7 
60E6032084Z5O0A920BDe3Z5t6BeZOBlZ5A5B8 
F0O3E6B66OE6B22eS425OaA93O8O83»6l73 
HN 129ft DATA Z5E6B620B125A5B0FO03C6B660E6 
B12O84256000ADOft25DOZ6ADS3Z51S65S5AAA0 
O0BDBBZ1993C320DFBZl990O3ZEaG0^6044 


ZU 1300 DATA COO0D0EEA6B549OaaSDSA90iaD0O 
256eOOD5B785GGASB605OBZODE25AZBO86B805 
B9C92EF0154AC9ftOFO10186901404A^5841 

D9 131ft DATA 4 A 0 902FOO6Ea£004DOE66OE&0860 
A0OOBlCBS5B9C6BltB&5ftAE6CCOeBlCB85BBG8 
BlCBe5BG6BAD0AD2ft5O0a5BDADOODZ j 74 95 
UH 13Z0 DATA 293F3aE9139BF6693B05BES5CC20 
DE25A0O0B9B9OODODFCGCe04D0F6eDA9OF8D41 
26A2BftZ «F6 Z5A5ftD9De331A5BE9D10 »6041 
HK 1330 DATA 31A934a5BF9DZO3lZ04226E8E010 
D0E46O00A50E85CCA5BD85CBA50FAO0O1691GB 
Oft 69019£C088E&GG18690191006901^ 6050 
nx 1140 DATA ca91CB60A2tFAD&42649O1800426 
DO0ABD4BZ09DA035CA10F76OBD602B9DAO35GA 
1BF76OOBA90085OBftD3031FeiDC?01j 5512 
JO 1350 DATA F012C90ZF007A5B905BBD0166OA5 
BAO5BCDOOF60A5BBO5BCDBOe6OA5B905QAD0Bl 
6 0 E 6 B B 6 0000004688 9B900D00eCftCft,610i 
JC 1360 DATA 04DeF66OE6B86OA5BDS5CBA5BE85 
CGA90OAS91CBCS91GBE6OO91OBee91GD6BBDE3 
31BS8D8D103185BE4CC726A5CO85CB,7411 
YH 1370 DATA A5O1S5CG2ODEZ5Z0852BA5BSD01D 
Z0DFZ6ASCOa5BD9DE33ift5ti05BE9D1031BD20 
3185DF204ZZ6Z0OB2760AD0AiDZZ903 ^ S556 
OB 1380 DATA DD3O31FOF69D303160AE4126BDZ0 
3iF050BDE33ie5CODD103lB5OlBDSO31Fe0CC9 
ftlFQ16t90ZF0ZEC9O3FaiGBDlO313S p 5664 
VG 1390 DATA E901S5C120ECZ64G8127BD103118 
6901a50120E0264Ga1Z70DE3313OE901B5C020 
EtZ64CS127BDE331186901S5C02eEC,5188 
TO 1400 DATA Z6CAlDAftAD7AZESD79ZE6eBD3031 
290ZF04 8BDE 3316 5CB0D103105CCE 6C CEOCCE 6 
CC20DE252OB526A5BSDO0CADOAD229 ^6049 
IJ 1410 DATA O3D005A9019D3031BDlO3ie5CCG6 
PC C 6G C GOG G ZOD E£52005260 5BSD0OCADO A D 2 2 9 
O3D005A90B9D3B316OAD0AD22907DB^ 5366 
OP 1420 DATA OBlftADDAD2290ie9OZ9D303i60A2 
0B8DZ82865CC9D4031A90085C09D5ft3XACDADZ 
BlCBC925DeF7E6GGBlGSC6CCC900D0j 5865 
LU 1430 DATA EO9ft9D4C31A9fiF91C0CAXOD3A227 
0034269DC035CA10F760363C444ASBS66G0Z3E 
4A5eSCSC3G00000OOOO0BO3GSGSG3C, 4521 
ZH 1440 DATA OB0B000OOOOO3C3G3G3C0OOBBB0B 
Be003G3G3G3C00000O0OBOBB3C3GA20eO5C2Aft 
GZ3O1GOD5031C9OOFD18C701F05709^ 3056 
TO 1450 BATA O2FOXDG9O3FO33C9O4F03CC6CZ4C 
602860 A6GZAD0AD2293FD0FlFE5e3l4C7B20£O 
5 D 2 9 A 9B 99XGSC6CCA5CCD0282SF 804 ^6091 
DU 1460 DATA A90091CBFES8314C7B28Z05DZ9A9 
BA91CBFE5O314C7P2B2D5DZ9A9B09iCBA9019D 
50314C7B282050Z98D4031DD2Q2aFe,5228 
61: 1470 DATA O4A9BG9lCGFE4O31E6CCBlCaD00A 
A9B891G8FE5O314O7ft26XBC9044A4A4AO9O6FO 
O34C3929A9BB9lCBftE412aBD2031C9p 6027 
HO 1480 DATA 34D019BDE33185CDBDlO3ia5CC2O 
DEZ5AO03'ft9ft9ft0G9BOFOO9OOl0F6OAlODD4C7B 
26A9B49DZO31S5BF0DE33185BDBD1B,6114 
UH 1490 data 31S5BEZO4ZZ64t3929A6C2DE403X 
BD* 03IDDZflZftF ftBF ft5CtBD4C31O500A900AS91 
C0403ft29A9009D58314C7Et28A6C2BD^ 5334 
UR 1500 DATA 4C3185tftftft4ft3iA5GCAB0060AE8F 
29Z0F6Z5A5B.B 9D6S3185CB A5DE9D7031B5CCA9 
30A0eO91CBCSA93191tBOAlOE16OOl^ 6078 
DK 1510 DATA A2O520F625A5BD85CftASSEBSCCA9 
OlA00O91CBCSA9OZ91C8CAieE7602OF6ZSA5BD 
8DG0Z9A5SEftDGlZ9A 9 14850F4C4226^ 6272 
KF 1520 DATA OOftOA20520F625A5B09D883lAOOE 
9D9431A90CS5BFZ04226CA10E96OA5B785CCA5 
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BAT PACK 


B««^SCSZ0I>EZ5a5B?C?01F02f C?i«f H 
AE 1530 data 4CC?O€Fe55C?3ei>0034O:i^P'^AO934 
O4lf}34CBS2AC9B4l>0O34CFlZAC941tae34Cfi62B 
A5BBC901F0QSC93DFO626OA5C1FO1C,584Z 
VQ f^ATA A5CfiDai4C&C3205C292Qa62CA914 

8PCQa2A?FAa5C6A5C3Dee3SDLA336eA?e3S5C3 
2BBe2CA92PSDlA33e«A2eaBteB31€5,5281 
KV 1550 DAtA B5PDe7Bb?431C5B7FOO5£OEOO5P0 
EPBOBDO63195SPBP9431B5BEA001B5C5A9QABS 
C4A923SBlS33200fr2C4CC/28A20aBD,5?S? 

ZL 1580 AATA 6831BSCBC5B6PeieB0783185C€D5 
B7FeeB3gE?eiC5D7FOO4CA10£46OA5OOA891CB 
OB41CB20052CA901B5C4A9OOa5C5€E,6393 
OP 1570 DATA SF29A9Z48D183360AE4126A5C5rO 
110AE3 31050800070010310SB77 8O4CA1OEB60 
BDE33ie5BDBD103185BEZBC7Z6A9ee,5885 
EC ISaO DATA 9D2O31O01O33B5C52«8&2Dfl9eA8O 
Ee316eA5C4Fei9A5C6Fei5AZD0BD£33iC5BeDD 
07BD10310507F008E«E01ODOE060BO^8244 
00 1590 DATA E33105BDBDie31fl5BE2eC72eA9ae 
9D2O31fl5O48DilB33EEl{:33ZDDDZ0£ElO3 32000 
ZDZeeDZDA9lE8DEZ3l6aA90OA899AO,5045 
1600 DATA 31C0tOODDOf00202ADO002290738 
E9039eFeASB9ae31DeFeSA99Aa31EeEee7SC65 
ZBDOE4«OOOZOrAZDA6C7DDA031Detl3,0293 
RP 1610 DATA 4C16ZCC9«5F01AC9«47012C9fl3Fe 
lACfOZFOlZADlC33C9iaD0aZE6CF6eA9a5DaaA 
A9e4De060?03DOOZ0 7O2OSC02O0i62Cj 4969 
6K 1620 DATA A2OCBDO031C5C8FOO4Cfll0F668BD 
5033eDFS 2B0&8O3 31B6 90 ZBD7 9 Z BO0FB2B3 BE5 
D8FO148005C6B64CCDZDE6B6A9O185,6216 
TR 1630 DATA 01A5BlDeFC4CBC2B0DF92B36E5S7 
Fei4BeeSG6B74CE92BE6B709BlS5B30SB3D0rC 
4CD8ZB8DlEDO6O0OO0A5BO38E9l84Ai,OO3O 
FE 1640 DATA 4A4A4AS5C7600932900002090ASD 
E13ieeAee091CBEeCCeeA5C9Oe3A20FAZBA6C7 
86CAA00A0229e7ia6902705033aD57j 566Z 
yif 1650 DATA ZC85COA901107060338D502CBSCC 
09G42D112CA9G520112CA9C620112C09C72011 
ZCA?3O85C96OOOODB6C9FO4OA0Oeo9r 4957 
5G 1660 DATA 0B219Die36E8C8CO10D0F4C6C9G6 
t:9O5C7D«ZAAD57ZCe5CBAD58ZC85GCA9O02Oll 
2C20112C20112C2O112CA6CABDAE31.538e 
HH 1670 DATA B5CBB0B031B5CCAaaaA94191CB6e 
022709009000336Al0FA6OA90aAA9D2633Ea£O 
2e0aF8092e80EF22093380Fe22A9ie,8062 
ET 16S0 DATA A2059DZD339035337D3D339D4533 
CA10Fl60OZBSBO6FZD9O0233CA10F72eO42OAO 
1FD0C 9O5fiOlSEE02Z0ADOZZDZ9a3 BD,4507 
KH 1690 DATA 8220200420ADlFOeC9e5F0r9ODS4 
0 2 DODF 6 00 000AD022D106 911BDOO 3 3 6AAD 012 D 
106910001033600063201069118012^4057 
BJ 1700 DATA 336a209E2GADa402F0FaA211BD6F 
zo9oeB33coi0F7zeie2O2eeEZOAD7ee2C9eEFe 
0CG9ODF019AD04OZF0234G3D2DAD61«4OO0 
¥8 1710 DATA 2OC909FOE6EE812O20822O4C3O2O 
ADaiZDC903FaD£GEai2DZOBZZO4C3aZD5fi3O2C 
21392532OeOOee2O292EZ92O352DlDM0e0 
XE 1720 DATA 13030906001tO2ADlCO2O0FB6OAD 
O32OeAOOOO8OCa2OlS69O50DG92DOCSlZDAEC9 
ZDCOFEZO33BDZD33C?1AD0ODA91O9I>, 4673 
HV 1730 DATA ZD33EGG82DDOE088DeE5OOiC33G9 
lDFeD3CElC338OlEO06eee04A9OeA2e69O1433 
CO1OFAA954SD1433BD15330D1&3360j 5092 
FA 1740 DATA O5C6F01AZ9EOD008ADC002490Z8D 
C 8 0 2 C 6C6ASCODSAB A 9AOBDC 002 2 0FF2Dfr0AE10 
ZEB06B31S5CBB0783ie5CG09eeAS91^ 6077 
MU 1750 DATA GeCDZlCDOAl0EO6OOOAD04DOAD06 


O0Z988r054A6G4r017D5G6F013Z0BlZ5AZ0385 
B93O£90OD0O7CAl0F6aDlED06OCE70.6236 
PK 1760 DATA 2EZ07BZEA5G6Fe06Z0Ee204C44Z£ 
AE702EA900 9Di4 3 30D1033 B6G686G485G3801A 
33E0OOPO09AEO32O69Oi9OCC3l6OA2,4942 
LL 1770 DATA DBZBA0ZDa01E006e03eie60Z64DE 
0OOZ8E13D0A9A88DOlD2A9OlODlCO2AOlt:D2O0 
F0e8OOEBBiE01O28EOOO26OA9OS8OOl, 5206 
GH 1700 DATA 02A23G8E0e02SEl9D0A90ZBD1C0Z 
ADlC0ZD0FBeADBEOBEeeOZSEeiO26OODEl3lFB 
09GEE13118699F6D61O260ADE23170,6210 
V0 1790 DATA 17A91E38EOE2318000D2A0E2314a 
4OlS696eBOOlO2CEE23160ADEB31FeOCCEEO31 
1S599F0D01D20D0ODZ68A5C4De44OD j 5965 
JU 1800 DATA 0AO22901O030A2OOeD2O31C904OO 
2FBO3031290ZD0149DlB313BE5B7FeeC9Oe5O9 
Oa4C3B2F09014C3B2FBOE3313SE5B6,4914 
10 1810 DATA F0eC9a05A9B34G3BZF090Z9D3e31 
E8E0D0D0G560ADiG33C910D00AAE652B20gD2G 
A91A91CB60a65670C6A2O0SA9OOO32M921 
TH IBZe DATA EBDOFA6e616E6400666F7Z00ZE59 
6167 6C612096 2C2 060222096242057 23A 9C 8 P d 
lG02001C02D0FBA9648DlC0209e00A,4753 
JU 1830 DATA 9O00339D41229O0016E8EO28O0F2 
A200BD642F9D5O22EQE00ED075AD1CO2D07020 
A9ZC6020502F0Ze0B095B0E8E0Z0De,5S16 
HH 1840 DATA F?20?EZC207Z2rA94405O7A913e5 
B6Ze9EZCZOG8ZZ2e9CZ4Z057Z3ZO3BZBA20i6Z0 
AO262OD22G20A92CACO22OA9Bfi9DGC.4442 
HO 1850 DATA 31GAlOFA0908807A2EA900ODO3ZD 
AD7AZEG901F003CE7A2EAE03ZDBDGG31F0034C 
CB3eB0582Fe0Cee2e0Ce022022202e,4896 
DU 1860 DATA GA2DA903QD7g2EZq9e24A90o85CF 
a5B5SDS325a5C5S5C4a5C3e5Ce85C98DB0Z5A9 
A08DG8OZZD57Z3Ze3BZBZe9OZ9Z8OG,5469 
FA 1B70 DATA 2920ED27O97C8D00D08DO1D0AZ06 
20ADZeZ01OZ6A9088i>l8ZE8O8FZ9ZOC22?ODlE 
DO A91 ei 860812D SOI £332 084252019^186 
ttP 1880 DATA ZEOD78ZEF045A5GFF006209C2E4C 
C03O2OF9Z4ZODC292O442FA9O30O1CO2205C28 
2e5C282e642620Ee2DAD792ED01220,437O 
QC 1890 DATA 292720002920702E205GZ8AE65ZB 
Z0gD2CAOlC0ZD0E4fl54D4C7E362O6A2rA£032O 
ECe2ZDFe06EEe3ZO4COB3OBDGC31De,4488 
HK 1900 DATA 034CF92FCOieF5AZOaODFriOlDlE 
33CAi0F7AD8402O0FBAO8402FOFB4CCF2FA7AA 
AOA5fiOAFB6A5B2BBOOBeoeO0OOOOeO^ 5591 
ZU 1910 DATA 0000000000000000000000000080 
D0D0D0000000BBOBBOB0OBBOOOOOOOe00000O0 
000000 00000 000000000000000000 0,0 
ZK 1920 DATA 0000000000000000000006000000 
OOOOOOOOOOOOOOOOOOOOOOOOAOAOAAAOOOODOO 

oooeooooeooooooooooeeoooeeeeee,e 

AA 1930 DATA 0000000000000808000000000000 

eeeeeoooeeeoeooeeoeooBeoeoeeoooooooooo 

000O000000000AB0A0BBBBe0000000,O 


^Aj^AN^RUNRm^T^ 


DC 20 OPEK ttl, 4 >B, "D iSATPACK . OB J" 

0C 30 POKE 650,7:POKE 1652,0;POKE 853,32:7 
OKE S56,ZS5:P0KE 857,255 
5N 40 H=U6ft lADR C'hhtiwLMC}"} J167 
80 50 Ct05E ttl ! W = U5Rf B232T 

Listing 2 ^ 
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ARTIFACTING 


H ew would you like to a new set of ooloura on your 
Atari? What about a true red and neur \rLbrant greens, 
yellows, and purples? Ajid how about an almost end¬ 
less combination of multicolour characters in graphics 0? And 
all this without using player-missile graphics or display list 
Interrupts, impossible? Type In the progmiri and be amazed. 

It uses a phenomenon kiiown as 'artilacting' previously only 
used on American programs, ’I’his crtinsists of plotting puiels in 
special striped or checkered patterns which, because of the 
way colour is stored in a television signal, produces dillerent 
colours than those normally associated with the pixels. 

Tfiis technique was described by various articles which 
appeal ed In US Atari magazines and has been used In some 
commercial programs, such as the Ultima aeries by Origin 
Systems £nc. Unfortunately, due to the dilTereoces In the 
Ajiierican WTSC and our PAL television systems, any Untish 
Atari owner would see dull grev^ stripes tinted with the occa¬ 
sional horrible blue or green. 

A few years a,go. S read' an article by Anthony Ball, explaining 
howr he discovered some PAL artifacting ability. Tlie programs 
he presented did show some staitllng new colour in the high 
resolution graphics 8 mode. Since then. I have been surprised 
that nobody has written any programs or articles to take 
advantage of these colours never before seen on the Atari. I 
decided it -wan time to rectify this and this article is a guide to 
PAL artifacting as a result, of my own ^ex]>erlments\ 

ArLifacting can he used on eitlier graphics modes 0 or 8. 
These use the highest resolution available on the 8-blt Atari. 
Rather than try to plot the special patterns required on a 
graphics S ,sereen, which is very diffieuit. the program uses 
graphics 0 characters, the artlfacted colours being easier to 
produce and alter. 

Diagram 1 below shows the character patterns for the newr 
yellow^ and violet. Ttiese patterns are exactly the same except 
one is sfiil’ted four pixels over from the other. The vertical 
Stripes cause the artifacting to occur and the movement by 
four pixels changes the colour from yellow^ to violet. With the 
more complex checkered pattem.s In diagram 2, moving the 
red character up or dowTi by one pixel will give the green. 

Joel Goodwin 
explains how to use 
artifacting on the PAL 
system for true 
additional colours 


HOW TO USE 
ARTIFACTING 
IN YOUR PROGRAMS 

As with everything, nothing is perfeeL Eiild there are some 
conditions to be met if you are to be able to use and see diese 
wonderful new colours. Firstly, liic colour on your tele-vlsion 
needs to be Lurried up liigh. You will be reminded of this at the 
beginning of Qie program. The second condition is Qiat the 
screen needs to be adjusted sligjitly for the eorreet colours to 
appear every time and 1 have written a routine to do tliis. 

The routine is In lines 15000-15290. Simply include It In your 
ow^ri program and follow these instmetions. First, once your 
character set is redefmed, place the location of the c^haraeLer 
set in the v'arlable FONT" and insert a GOSUB 1,5290 eoin- 
mand. This will run the routine to adjust the screen, Tlie user 
will be asked lo press keys 1-8 until the red, green and yellow 
colours displayed match the words underneath Qicm. Only one 
ol'these keys will he the eorreci adjustment and it is usually 
one eif the first four. If you have \ised different characters for 
Qie red, green or yellow colours, adjust line L520<J accordingly , 
which contains these characters in Qiat order. Also, avoid 
using the rlghtiiiost column as the routine may scroll the 
screen to the right by 1 to 3 pixels causing anything printed in 
this column to overlap on the left side of the screen. Wlienev'er 
you.] need to issue a ORAFHICS 0 command use COSUB l5f)00 
instead. Note, the routine uses locations 1536-1613 of page 
six. 

THE EDITOR PROGRAM 

When 3 ^ou run the program, you will first sec Llie adjustment 
screen. Follow the onscreen instructions and then press the 
Space Bar. Yon will then be giveii a choice of seeing a demo 
screen or going to the editor. The demo shows something of 
what can be achieved nsing combinations of these colours. Tlie 
main program is a character set editor dedicated to artilacting 
can also use it to design ordinal'’ characters). ArtiJactlng 
can be produced on other character editors, but without Lire 
screen adjustment routine, you would need to keep rebooting 
until the colours appeared correctly. 

■■[’he main screen of the program displays the 64 multicolour 
pat Lems and colours that I have discovered so far. Each of 
them is displayed in 4-character blocks on the left of the 
screen. On the riglrt is an 8x8 grid for editing. You c:an make 
use of any of ihesc patterns in your programs or use the editor 
to alter them and create even more. Just use my patterns as a 
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Ld la £:ori» 1«0 
AL REM 

lY 20 WK=l=OHT«Z5fiH|.CHI«$ ; z:=:0 : CL = C1 
tH 30 FOR RDH^Y TO Y + 7 : Oi^EltE^l 2B 1 BYTE=Pe£ 
K fMI^M+ROH-V] i^XF CM* THEN Z= (2^0? 

TK 40 IF fiVTt=e AND CHK^O THEN COLOR CL;R 

LOT k^rohidrahto nou:HERT ROR^RETU 

RIt 

PI $0 FOR aiT^M TO H+7:IF CHK THEN Z=CZ=0 
> JCL=:Cl^Z + C2«tl“Z3 

KB 60 IF BY1E<VALUE THEN COLOR CL:GOTO 98 
JO 70 BVTE-BVTE-UftLUEJCOLOR C3:IF OALOE-L 
OB BVTE>0 Oft CHK THEN 38 
FI 00 PLOT BiTiROM:COLOR CL!PLOT BIT+1,RG 
UiORftKTO K+7,ROM;BZT=5e:GOTO 
P5 50 PLOT BIT,RON 

UH 55 MftLUE=OALUC/2;HEKT BIT;NERT ROM:RET 

URR 

HJ 100 FONT=PEEK(i06)-4IPOKE 106,FONT-1:G 
ftftPMie^ 0:GO5UB 1000 

PB 110 DRaH=20;IF NOT MflP THEM GOSUB IS 
00 

HP IZO G05UB 300B;5KrP=0 
KF 199 REM aSrAirMRiIiU 

OB zee G05UB 0RAH]GO5UB 570:Z=0;POKE POS^ 


CURlZ=e:POirE SSO^liPOKE 54£,M;z = e 
OK ZIO 5=PEEKC63Z];T=PEEKC5I2B4»;IF PEEKl 
7**i OZSS THEN €00 
HT 220 IF NOT T THEN 350 
PR 230 TF P£EKC55€> OR 6<>l5 THEN 2€0 
nV 240 Z=CK-0J:POKE POS,CSKZ+CUR«tZ=01 
JO 250 POKE BBB,liPDKE 542GOTO Zlfl 
MH 204 IF 5=15 THEN 210 
UY 270 l>K = J E5,03 : I>V = Jt5,1> 

rC 200 KA^CMiltlhT IF K1<0 OH Kl>3B THEN Kl = 
CK 

F¥ Z90 Yl=GV+D¥irF Vl<0 BB Y±>2J THEN Yl= 
CV 

JA 300 IF Ki = CK ftftn V1=;:CV THEN 210 
EC Sie POKE P05,C5;CK=K1:CY=Y1 
GB 320 P05 = 5C + CK + CV^40 1 CS=PEEK CPOSJ iCiJR-6 
2+ eC5>1273 *120 

QJ 310 POKE P05,CUR!Z=0!POKE 54Z,H:POKE 5 
5€,l:G0T0 210 
ML 349 BEK 

5B 350 IF 05=0 THEN ZIO 

UK 300 IF JHP THEN G05UB 050 

ZB 370 POKE 53279,l:IF CH>24 THEN 390 

JF 300 CH=C5;G0T0 200 

KL 390 IF CS012B ANR C5<>63 THEN SlO 
PJ 400 IF Cft=0 THEN 230 

Cl 410 C5=12B-EC9=1ZS3*65:CUR=62+12a»CC5> 
1273 

KN 420 BIT = S-CK + K : ROH=:CY-Y : 0ftLtlE-2^BIT72 : 
0 K T E =PEEK fHEH4 BOM) 

KT 430 OP=SGH<C5-1273:POKE MEM+ROM,DVTE+0 
P*VftLUE 

QZ 440 POKE P05,CUR:5=5TICKCB3:GOTO 260 


SCREEN RE5ET 


Starting pnint. 

The flashing circle on the streen is the cursor. Use the 
joystick in port 1 to move It, Press the trigger when over a 
character and it's enlarged pattern will be displayed on the 
grid. To sec tine character data of Otis pattern, press the Space 
Bar, Above the grid more copies of the selcetcd character will 
be displayed, 16 in a block and 2 separately. Tliese ivill mirror 
any changes made on the grid and make it easy Ibryou to see 
what effect your editing is hairing. Yon can alter the pattern by 
moving the cursor onto the grid and pressing the trigger to 
draw or erase. 1’he arrow keys will allow you to scroll die whole 
character in any direction. Each keypress moves It by one pixel 
and this can be done as often as you like. When yon are 
satIsfted just move off the grid and choose another pattern to 
alter. 

Using the scrolling can give quick results as there are majiy 
different positions possible for each character. Not all of these 
positions give useful colours and some give repeat colours, but 
it Is fun to experiment and see what you can discover. To 
create multicolclur characters all you need do Is combine a 
checkered and striped pattern and scroll it around until you 
find one you like. Just drawing at random and scrolling can 
quickly create something new, Bare in mind that two pixels 
side-by-side in any rovt^ will produce white. 

The program understands the followijig commands. 

ESC - clears character 

R - restores original character 

ARROW KEYS - scroll up down left and right 
SPACE BAR - shows Character data 
S - saves out nicdified character set to 

cassette or disk for sttjrage 
L - loads In citaraeter set from 

cassette or disk 

H - brings up a help screen with all 

these commands displayed 


CONTINUED 


H SR 
□□ 


YELLOW 


□|RR|SSI 

rIrrIrsI 

VIOLET 


Diagram 1 


RED 


GREEN 


Diagram 2 


COMflVG NEXT ISSUE ... 
RUNAROUND - a game 
writing with artifacting 
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^0 570 E = PEEK (PO^) t IF £<>C5 PHit ZOCUR TH 

EH CS-C : CUH = 62+tC^> A27>*Jrifl 
00 575 IF ^KIP THEN 5KIP=fl:RETUHN 
MM SQO POSITtON 27i2e;^ B6;'‘PBE55 H" ! P05I 
TIOM 27(211? B&j;*^F0ft H£LP”:1F NOT CH 
THEN RETURN 

RX 5^0 POKE 5C+265jCH!POKE 5C+272^CHtFOP 
P = 1 TO *{F0» Z = 29 TO 32 SPOKE ^C + Z + P*48 
>CH:MEKT ZlKCMT PeRETURN 
HO S90 REM 

VF OOO RESTORE BK=PEEKt7041tIF NOT CH TH 
EK XF KC>S7 and KOO THEN POKE 764,255 
eOOTO 210 

US 610 REflO P,Z:IF P=“l THEN POKE 764*255 
;goto 2iO 

OO 620 IF KOP THEM 619 
SR 625 IF JHP THEN 850 

Kl 610 GDSUO SOObGOSUB Z!POKE 764*255!SKI 
PzILtCOTO 200 

RK 640 OflTfl 6* 650* 7,6SO,14* 77**^ 15 * 7SB, IJ, 
600*28*950*40*^70*57*3200*0(3400*62 *34 

00 _ 

AS 649 REM TMIl-1 ■ ! 1 ^^ >i H l 

UO 650 0P^2!IF K=:7 THEN OP^B*5 
LJ 660 FOR ROH=0 TO 7 

MI 670 BVTE=PEEKCMEM+HOHJ:BVTE^BVTEHOF 
UU 600 IF BVTEOINTCBYTEI THEN BVTE-BVTE + 
127.5 

OT 690 IF BVTE>2SS THEM OYTE=6VTE-755 
HG 70* POKE MEM+ ROK*BYTE:NEXT R OM!RETURN 
XM 749 REM 

OE 758 P = PEEK CWiEM471 tFOR R0W=7 TO 1 STEP 
■-1 

2B 760 POKE MEH*ftOM*PEFKCMEM+ftOH^ijBNEXT 
RON!POKE MEM*PiRtTWttN 
HN 770 P=PEEKCMErtJ:FOR fiOH=0 TO 7 
IE 700 POKE HEM+HOW*PEEKCMEM+ROW+il:NEXT 
RON: POKE ME«*7*P [RETUIIN 
XK 799 REM ntf 
EZ boo I>S = "DflTA " 

Lit 61* FOR PON=0 TO 7 ! N^^STHS (PEEK CMEK+RO 
Nil;1F ftOM<7 THEN N5tLENCN^l+1J="*" 

EX 620 p-LENCO^l P + LEN CNSJ ) =NSl NEH 

T RON 

HJ 030 POSITION 19-LEN tOS3 ^2* 23 : ? It6|05i 
LI 040 POP ; Jt1P=^l bPPKE 764,255iG0TO 21* 

MF 050 JMP=01POSITION 2*23tPS<lJ=" “tOS«3 
; PS12 J =0$ : ? 116*DS;:GOTO 210 
CT 099 PEN 

TP 900 FOR P=15 TO * STEP -5I50UN0 0*56*1 
B*PbNEKT PbRETURN 
V* 949 REM gNlJ-liMNiMiniliJia 
KI 95* FOB ft*M-0 TO 7 : POKE MEH+ROH*0B NEXT 
RON:RETURN 
FU 969 REM ■ M■<lil 
FX 976 RESTORE 136O+CH»10 

TH 960 FOB ilOH-* TO 7 B REfiO PbPOKE MEM+RON 

*PbNEXT frOHSftETllRIt_ 

XU 999 REM MlSi iMilBlII^^W 
OI 1*0# RESTORE 1006:J=1535 

XF 1O10 REPP Z^:TF 20-1 THEN J^J + 1 ! POKE J 
*Z;GOTD 1016 

ZC 1020 Z = USH 11536*57344rF*NT»2S61 
EU 1*34 OATA 104*104*133*213,104*133*212 
NT 1046 OftTft 1*4*133*215*104*133*214*162 
Jp 1050 UATA 4*16****177,212*1*5,214 
OS 1*60 DATA 200* 200* 249*230,213*.236,215 
2U ±0i76 DATA 202*208*240*96,-1 
HO 1600 K=4**:Y=567:C0SU6 1158 
LD 1090 GOSUB 152*6t60SU6 120* 

GT 11*0 GOSUB 15000:POSITION 14*11 
RSE HAIt^^ 

1110 M=S60;V-6I*!COSUB 1150 
OT 1120 POKE 559*# 

0U 1130 X = 631tYT;1023TdOSU0 115* 

AH 1140 RETURN 

FH 1150 FOR Z::F0HT»256 + K TO F0HT»256 + Y 


"PLE 


CU 1160 READ CbPOKE Z*CbNEKT ZjRETUHH 
MK 124ft ? GHR* I12&> :POSITION 7*8:7 -PRESS 
0 FOR DEMO SCREEW-IPOSITION 18*95? "0 
R □ FOR EDITOR- , 

EU 1210 OPEN Bl*4*e*"K5- 

TR 1220 GET t*l*K : K=K-49 : IF K<>0 AND KC>1 

trek 1220 

KJ 1230 CLOSE tll;SKIP=K;? CHB5<125S :RFTLH 

H 

AO 1970 DATA 0*124*15*16*16,16*124,0 
SZ 1966 DAT* 6,6ft,126* 162,102* 126* 68* 0 
yy 1990 DATA O, 126 ,66>65*66,66j i25 *0 
OG 2008 DATA 41*82*41*82.41*62(41*82 
OX 2810 DATA 164*62*164*62*164*02*164,62 
08 202* DATA 02,164,02*164,02*164*82*164 
IH 2430 DATA 74*37*74*37*74*37*74*37 
EO 2840 DATA 73 * 73 * 73 * 73 * 73,73 * 73 * 73 

UH 2050 DATA 148*148*148*140*140,140,148* 
148 

HZ 2660 ftATfi 6*16,36*130,65,36,0,16 | 

KT 2070 data 32*00*160,0,0*02*5*2 
OL 2080 DATA 33*66,33*16,8,66,33,65 
ZO 2898 DATA 164,66*154,16*8*66*164*02 
AS 2186 DATA 66*164*66*0,16,164*66.164 
IC 2114 DATA 66* 3?,66,0,ft* 17* 66* 37 
Stl 2120 DATA 5*144*32,64*32,64*144*10 
KU 2138 DATA 8*16*40,09,40*10,0*10 

MY 2140 DATA 84*140,146,130*52*18,140**4 
HI 2150 DATA 16*40*16*10,5*2*4*8 
ZG 2160 data 21,82*16*32*16*8*20*82 

DM 2170 RATA ft*ft,lO* 30, 0 , 82 ,1*4>50 
iffiC 2180 DATA 2*5*136.82*37,136**6*32 
NZ 2190 DATA 148*72*136*73*148,04*148.73 
GO 2280 DATA 8*02*48*82*40*82*40*8 
UB 2210 DATA 0,02,36,02*36*02*36*0 
UH 2228 DATA 0 , 3 fi ,8Zj.36,*2* 30**7.*O 
XK 2230 DATA 8*36*74,36*74*36,74*8 
CG 2240 DATA 160*21*168*21*166*21*168,21 
KZ 2260 DATA 42,69*42,69*42*69*42*69 
08 2260 DATA 162,84 *, 162 ,84 * 162,04,162 * 84 
IH 2270 DATA 21 * 168* 21*16B* 21,168,21,16» 

PO 2280 DATA 82 * 164 * 82* 164 * 164 *S2* 164 * 02 
OH 2290 PATA #1,62,41*62,82,41*82*41 
LA 2380 DATA 82*41,82,82*41,62*41*41 
JE 2310 DATA 164*82,164*73*164,62,164*164 
KO 2328 DATA 170,65*178*73*170,73*162*85 
HO 2338 DATA 16*40,84*04*04,84*40(16 
1C 23«0 DATA 20*62*21,02*8*0*0*8 
SH 2350 DATA 10,72*72,33,33*207*72*28 
QX 2360 DATA 160 *. 18 ,38 ,16 * 168 .2,4 * 2 
AY 2370 DATA 2*168*10,132*16*166*2.132 
OH 2368 DATA 164*144*180*138*132*10*36*14 
6 

ZP 2390 DATA 74,33,60*9*10,40*72*41 
YJ 2400 DATA 20*16*22*04*152.34*196,10 
AG 2410 DATA 82*0,164*02*188*02*0*164 
R 6 2420 OATA 41,6,62,57*82*41*6,02 
III 2430 DATA 82.0,41,90,41*62,0,41 
AS 2440 data 164*0,82*100,62,104,6,62 
OH 2458 DATA 144*144,148,140,140.146*20*2 
8 

HI 2466 DATA 148,0*146,146*188*140*0*140 
HJ 2478 DATA 73,73 * 74 , 1 *»* 74,140,7l* 73 
YU 2480 DATA 41*42*41,42*41.42*41,48 
UP £490 data B2 * 65,02 * 05 * 82 * 05 * 82 j. 85 
RH 2500 DATA 164*21,164*21,164*21*164*164 
E* 2510 DATA 8*36*74.164,62,37,7**36 
CM 2520 DATA 37*62*84*02*37*34,36*02 
hr 2530 DATA 36,16*36*18,0*36*18,36 
CO 2546 DATA 40,62*8,32*62*36*02*0 
06 2550 DATA 0*0*74,106.64,4,18,164 
SG 2560 DATA 8,0,64*160*160*84,136*35 
UO 2570 DATA 0*66,5*10*0*72*160*08 
UH 2560 DATA 20*42*65,170*65*170,04*40 
FH 2590 DATA 73,170,136*73*73,170*73*170 
CU 2800 DATA 255.211*109.211,169*211,169* 
255 
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PO Z55,211,165,211,4-65 H 211H 165 H 

255 

LZ 2620 iDATfc 255,165,211,165,211,166,211, 
255 

PO 2630 255,165,203,165,203, 165,203, 

255 

LQ 2555 <REn Jg-VM 

ZI 3000 K=22;y=a!CH=31SC¥=16!Cl=55:C3=16fl 
]CURi:62lU=10:0XN 0$ (364 , N5 C4> . C5 £53 , FN 
Sfl4>;RESTORE 3000 

OG 3010 COSIfB 150ee:P0KE 16,64;P0KE S3774 
,541: SC = PEEK CSS> #PEEK £653 #256 : C5 = '‘Cf40R0 
CTEH^iPOKE 02,26 

FF 3020 Dy=l!0V-O;FOR CH=64 TO 127 
VC 3030 FOR P=0 TO 1 
RG 3040 POKE SC+PKfPFR¥# 40,CH 
AQ 3050 POKE 5C + 0KTP-<-4O + OV#4O, GH 
EH 3060 HEKT P t OMF3 : XF 6N=25 THEN 
: D¥=&¥ + 3 

5070 HEKT CHeCH=0:P05=SC+CK+CV«4a 
GZ 3060 OXH ,1414,13 
LC 3050 FDR P=B TO 14 
LH 3100 READ tHK^OY 
TK 3110 J£P,01=6HfJCP,1>i&Y 
JG 3120 HEKT PlRETUSft 

¥5 3130 0ATA 1,1,1,-1,1,0,0,0,-1,1,-1,-1, 
-1,0,0,0,0 *1*0,-1 
EK 3155 flgM 
1>4 5200 GOSUB 3250 
GF 3210 POSITION 26,1 

Z:H 3220 ? «6 i “ jlEia CLEAR" s? «e;cS:? t*6;"|3 
RESTOnE":? tt6;c5:? B6 
JO 3230 ? B6; "EiaainMa^E" f 7 tte; "scroll":? 
a6;0$:? B6; "LtP, dohh, ? ns;‘* left,righ 

T" 

GH 3240 ? »6; **03^331 SHOHS": ? B6;C$:? B6i" 
DATA**!? B6 

KV 3250 ? »6;"B SAVES**!? tl6; "HO0XF lEP" : ? 
«6 4CS!** SET";? ti:6;"[| LOADS":? tl6;CS;" 
SET" 

BU 3260 ? »6l? n6j"TRIGGER TO";? B6;"C0MT 
IHUE** 

HQ 3270 IF STRXGC01 THEH 5270 
RR 3200 GOSUB 3250:POKE 764,255!POP :GOTO 
200 

Kll 5250 COLOR 32;FaR C=25 TO 36! PLOT C,l! 

0RAHT0 €,ZZ:NEKT C ! RETURN 
DG 3255 REH ■ J4!UmTii;14 

OO 3300 ? U0;Ct1fl$ £1253 : RESTORE 3300 : CHK=1 
: C3 = 160 5 H = 32 : ¥;;! 

(tA 3310 REAS Cl, CZ, CHE IF Cl = -1 THEN 3340 
OZ 3520 GOSUB DRAH: K-K-0 ;IF K=:-0 THEN COL 
OR 32:PLOT 35,l!Dfl!ANT0 35,6:K=27:¥=10 
p¥ 3330 GOTO 3310 

BU 3340 POKE 764,2^6:POSITION 6,21:7 B6;" 
PRESS SPACE BAR FOR EDITOR**!POKE 555,3 

4 

FP 3350 IF PEEK £7643033 THEN 3350 
UK 3360 C»K=«:GOSU0 500;POKE 764,2S6:RETU 

RN 

HH 3370 DATA ±16,103,61,5,106,50,252,120, 
33,114,14,52,1,2,33 

¥V 3300 DATA 115,14,50,55,20,37,100,100,5 
1,120,0,53,-1,-1,-! 

VG 3400 POP :P=CK=6Z]#4+4!POKE 764,256 
DO 3410 GOSUB 3250 

TS 3420 POSITION 26,0:IF P=& THEN 3500 
Va 3430 ? B6;"BUSS"tGOSUB 3550 
Cl 3440 IF FN$-**C!" THEN ? B6;"," 

HP 3450 ? ttfis? tt6;"T0 LOAD,";? (*6; "PRESS 
RETURN.";GOSUB 34B0 

QQ 3460 CET ltl,2:P0KE C + B VtE, Z t B¥TE = B¥TE + 
1:IF B¥TE<ie24 THEM 3460 
BH 3470 CLOSE ttl;CLOSE B2:GaSUB 325e!GOTO 
ZOO 


01 3480 TRAP 3620 : BVTE-O LCirF0HT»256 : IF FH 
S<>"C:" THEN GET B2,K 
JH 3450 OPEN B1,P,0,FHS!RETURN 
CK 3500 ? a61 " |if-lTir4 " I COSUB 3560 
IG 3610 IF FHS="C:" THEN ? US:? |»6;"AND R 
CCO05 . '* 

JB 3520 ? BB:? tt6j"T0 SAVE, ':? B6;"PRESS 
RCTORM .**!COSU6 3400 

BD 3630 Z=PEEKEC+BVTElIPUT HI,Z!BVTE=6VTE 
♦tJXF 0VTE<1024 THEN 3530 
TO 3640 GOTO 3470 

AL 3550 ? «fi!? B6;*'H CASSETTE":? 86; "0 DI 
Sk":? S6:opeh S2,4,e ,"«i: t" iget a? , k 
MA 3560 IF K<>60 AND K<>67 THEN POP :GOT0 
3470 

AU 3570 IF K=67 THEN FN$="G;"!GOTO 3600 
GB 3500 ? B6;? B6;"FILENAME?":POSITION 25 
,15E? ns;"D!";:INPUT B1G;DS:IF 0?="" T 
HEN 3470 

UB 3550 rN* = "D;**:rK^t3J=Df E? 06 
OH 3600 ? B6;"INSERT "i!lF FN$="C:‘* THEN 
? 06;"TAPE *'*1? 86;"P1IESS PLA¥";!RETUR 

N 

EH 3610 ? B6j"DISK."ERETURN 

TN 3620 GOSUB 3250;GQSUe 500:605^0 5aejCL 
OSE B1 

J5 3630 POSITION 26,10!? B6;"ERRaR "iPEEIt 
C1563 

UZ 3646 7 a6E? B6j"PRESS AH¥ KEV":GET W2, 
K; CLOSE B2:GOSUB 325e;GOTO 200 
AK 14 555 REM 

SQ 14556 REM USE 15000-16250 IN YOUR OHH 
FO 14557 REH PROGRAMS. 

FJ 14556 REM 
OJ 14555 REM 

KK 15000 GRAPHICS OlPOKE 710,0 SPOKE 752,1 
E? CHRS£1253 ! iPOKE 766,FONT : KSC=PEEKES 
6)+PEEK Ee53#Z56IKSC = KSC-4 
T¥ 15010 POKE HSe+3,0 

Uy 16020 POKE 1536,112-CKUTMlfilrPOKE 1637 
,112;paKC 1630,112 

TH 15030 FOB HD=0 TO 23:POKE 1535+MD*S*OZ 
i HSHI = IHT £KSG/'25G1 : MSL0=KSC-HSHI*ZS6 
ZC 15040 POKE 164e+KD#S,KSLO:POKE 154I4HD 
#3 j KSHI 

PH 15050 XSC^NSC+40;NEKT HD 

VC 16060 POKE 1635+HD#3,&S!POKE 1640+KDW3 
,0;P0KE I64L+XD*3,6 

HU 15070 POKE 54276,KHZ:POKE 560,0 S POKE 6 
61,6 SPOKE 7O5,10:fiETURN 
yp 16055 REH aiiiaijiLi*<:rf«!iiTti0i!ii« 

AD 15100 KVT=lNt (MAOJy'SJ ; KHZ = KADJ-KUT#4-1 
EH 16110 POKE 54276,KHZ!POKE 1536,112 CKU 
T»163 

DS 15120 RETURN 

FK 15155 REM jiriiMtilHN4!■ 

LU 15200 GOSUB 16DBBEP0KE 752,1;? ;FOR B= 
1 TO 3 s POSITION 5,5+0;? " 1-j->}• h h h h h III 
IIIIM nmTmn":NEKT B 
Au 15210 ? " ^0333K Ifc'iaBiii 


FS 15220 POSITION 2,15;? "PRESS MUHBEnS F 
ROM □ TO El] UNTIL ALL**:? " THREE COLOU 
AS ABOVE ARE CORRECT" 

SK 15230 ? " THEN PRESS THE MJ-TR^iT.Ti^ 

- ■*;paSITIOii 2,2!? "THIS PROGRAM USES A 
RTIFACTED COLOURS" 

MH ±5240 ? ** TO SEE THEM PROPERLV ¥0U FftJS 
T TURN"!POSITION 0,4:? "VDUff TV COLOUR 
UP HIGH*" 

ZG 15250 OPEN ttS , 4,0 , **K : *' 

DF 16260 GET B5,HKj:IF KK-32 THEN CLOSE B6 
J RETURN 

AH 16270 KK=KK-4ttfir KK<1 OR KK>S THEM 15 
260 

HP 16260 HADJ = KK;G0Si;fl 15100 

EH 15250 GOTO 16260 


LI 
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Ian Finlayson's 




r n the last issue I gave an iritroductloim to the make up of a 
screen full of teJft. or j^raphics or a mixture of the two as it 
is helpful to understand this and Ibe display list in order 
to understand how to save a screen to tape or disk. 

If you always use the same graphlc-s mode to develop your 
sereens it Is easy to wTlte a program whieh will Just take Qie 
sereen data and copy it to disk, then to restore the MTcen all 
you have to do is reverse the process, Ttiis is rather inflexible, 
iiowe^^er, so I will take a different approach and show you a 
screen save that can save any screen, even one with mixed 
graphiirs modes. To achieve Qiis you have hi save not only the 
screen data but also the display list data and the colour 
registers. 

The amount of data that is saved to describe a screen will 
depend very much on the graphics mode cf the screen. TTiis 
will affect the amount of storage sparse needed on disk or tape 
to accommodate the data and it will also change the time it 
Lakes to load or save a screen, Imw resolution screens (say 
GR. 1 or GR.2) have little data and will load or sa’vc very 
quickly, w^hilc GR.e and above will take a significantly longer 
time. A screen in graphics mode S takes up over seven times 
as much space as a Graphics 0 text screen and more than 16 
times a Graphics 2 or 3 serecn. If you wish to set up a slide 
showr of screens It can be quite a good idea to intersperse high 
resolution graphics screens with IntroducLoty' low^ resolution 
text, thus keeping the momentum of Qic presentation going. 


SCREEN SAVE 

The best w^ay to explain what is needed is to w'ork through the 
program examples in turn. You may find it helpful to read my 
articrlc from the last issue as background to this one, or seme 
other description of Display Lists. 

Line 12 Is a reminder - the screen save is not designed to work 
on its own. It must be combined with Lite program that gener¬ 
ates the pictures and that program must define the file name 
for the picture to be saved with, for example; 

DIM F$( 1 41:FS=''D:PICTUKK 1 .PIC" 

Line 30000 selects I/O channel number 1 and opens It to put 
data. 

Line 30010 puts the contents of memoiy^ location 87 to ttie 
disk file through I/O channel 1. Location S7 holds the 
graphics mode. 

Line 30020 put the contents of the nine colour registers 
(mernoiy locations 704-7121 to the disk file. 

Line 30030 finds die value of the top of RAM. Lines 30040 
and 3O050 read the two parts of die address of the start of the 
display list and combine them to the value DLIST. 

Line 30060 works nut SIZE the size of the blo<k of data 
hetwrecn DLIST and liAMTOP that w^e w^anL to save. "I’his block 
contains tlie display list and screen data. 

Lines 30070-30120. This is a bit of a cheat for a Basic 
programmer as it uses a machine code subroutine. Don’t ask 


me exactly how it works, but It uses the Atari’s central I/O 
system [CIO) directly to achieve a reasonably high data trans¬ 
fer rate. Basic is too slow for this task, 

Line 30070 sets up to use input/output control block number 
1 [lOCD a 11 the one we opened in line 30010. Each lOCB Is a 
block of 16 mcmoi^'- locations starting with lOCB 0 at meniory' 
location 832. We only have to set up a few of ttiese mentory 
locations, first IOCB+2 must contain 11 to output binary data 
to tape or disk. 

Line 30080 puts the address of the start of the data wc want 
to transfer into lOCB+4 and lOCB+.'S in low^ lyte high byte 
form. Ttiis is the address of the start of Qie display list that we 
looked at In line 30040, 

Lines 30000 and 30100 split SIZE into Its Inw^ byte high byte 
ucniponents and POltEs the results into lOCB+S and lOCB+9 
to tell CIO wfiat t|uantlty of data is to be translerred. 

Line 30110 is Lite magic! Ttie string ''h-h-h-inverse *-'L-V- 
Inverse d" is a small piece of machine code in the form of a 
character String which is called by the GSR function. It eilec- 
tlvely means "carry' out Input/Oiitput in accordance with the 
settings m the selectc-d lOCB ’, T he selected lOCB is defined by 
CH, 

Finally in line 30120 tlie channel must be closed after use or 
an error will occur next time we try to open it. 


SCREEN LOAD 

A quick compartson of programs 1 and 2 reveals great siml- 
larLlics, We are using the same machine code control of the 
lOCB but this time to recov'er mdicr than save data., I \vl11 not 
discuss every line in detail but only those that are significantly 
different. 

In line 30000 the 8 (instead of 4| In the OPEN command 
means load rather than save. 

Line 30010 recovers the graphics mode (CR}. II It is in the 
range i to S w'C add 16 to make sure that diere Is no text 
window', so the new screen will overw'rlte the old. If a picture 
with a text window was saved it is restored as the display list 
and graphics data are loaded. Widiout this step Qic screen 
sometimes seems to slip nut of alignment to one side. 

In Hue 30020 we cany out a Basic C’rraphics conimand whict! 
resets the DL. It is not good enough to l:K)KE the value to 87 as 
this win not reset the PL. 

Line 30Q70. POKE lOCB+2,7 sets up for binaiy data retrieve. 

'fhat it 5 all there is Lo it. Tills listing ean be used in a stand 
alone mode with %'cry' little modification. Just add a line like 
this: L5 DIM [ 15 ):'f$=’'DiFILENAME.EXT' If filcname.ext is 

the name of a valid picttire data (lie on your current disk it will 
be recovered w^heri you RUN the listln,g. 


22 


Isiue 52- New Afnri User 




























HO 

CR 

tie 

tin 

CO 

OG 

FC 

HU 

ftV 

AG 

TF 


AK 

UB 

DU 

KV 

UV 

OE 

lA 


It J 
YV 
UN 
DO 
KG 
EB 

KK 

nc 

AH 

or 

FB 

PK 


1 KEM NNNUKltMKKMKKMW M MKMlCMltMKXKlIMMm i 

^ BCH K TUTORIAt SUBBOUTlWE!5 » 


4 »EH * SCREEN SAVE * 

5 REM K by » 

6 HEM * Jan Finlaysan * 

Y REM K-----N 


0 REM * NEU AJARI USER - DOT 1S91 « 

9 HEH MMMK M H WW WWl il tNm i tKKKNKMN II MMKM I CMK 

10 HEM 

11 HEM KW WKyNWMNHKKKMMMKM i C W WMMMl i KMMM 
t2 REK ^GRAPHICS DRAM PROGRAMME « 

*rftl5t STATE FILE NAME FS FOR* 
^PICTURE TO OE SAVEO » 

13 REM N N N HWMN K MMKM KMM MN MMXMMMMMMMWK 
2393^ REM »•* THITIALI5E CHANNEL FOR 
NKN CIO PUT USING lOCB Ol 
30000 CH=:l:DPEN ttCN«B>0^F$ 

3000^ REM SAVE GRAPHICS MODE 

30010 PUT tSCK, PEEK 1873 

3001? REM SAVE COLOUR DATA 

30020 FOR C=0 TO B:PUT DCH>PEEKf704+0 

IKEKT C 

3002? REM ««» FIIIO RAHTOP7D1SPLAV LIST 
30030 RAMTOP=PEEK tl0e}4fZ5O 
30040 AORHI-PEEKCS6L3:ADRLO^PEEK(5603 
30050 DLIST = ADnMZil250 + ADRLO 
30000 SIZE=:RAKT0P^DLI5T+1 
3006? REM «Hf* USE CJD TO TRANSFER 
MW SCREEN DATA 

30070 iaCB=832+CH*l&:POKE XOCO+£jli 
30080 POKE lOCD+4jADRLO:POKE IQCB+5,AD 
RHl 

30O?O SIZEMI = INT tSI^E/2S63 : SIZEL0i:SI7E 
-S3ZEHJN256 

30100 POKE 10CB+6*SIZELOSPOKE IOCB+?,S 
IZEHI 

30110 Z-U5R CADR ("hbKSLUEl"! , CH*103 
30120 CLOSE ftCfj 


Program 1 ^ Screen SaiJe 


UQ 

CR 

HE 

KU 

CO 

OG 

FC 

HH 

AV 

AG 

HE 


AK 

RR 

LO 

XU 

EL 

CD 

TC 

EA 

HJ 

VV 

UN 

0D 

XG 

ED 


HEtt N XXMNMMMWMMKMW I l i W l t i tXKMMMlIXXXMMM 


tutorjal subroutines 
SCREEN SAUE 
by 

lan Finiaysan 


1 

2 REM N 

4 REM * 

5 REM * 

6 REM * 

7 REM »- 

0 REM » NEU ATARI USER - OCT 1??1 » 

’J REM MMMMKWNWKHWXMMMMMK i mHWKXM MM NMM 

10 REM 

11 REfl XxKmmMMWWXW i KMMXJmHitMKHK H XXMM 


« 

■ * 


12 REM WflOST DISPLAY PROGRAMME « 

*MUST STATE FILE NAME F? FOR* 
XPICTURE TO BE SAVED » 

IJ rem xxxx mmw mmmmwwhxxmwmxwmmk wmw xw 
2???? REM MHt initialise CHANNEL FOR 
tttHt CIO GET USING lOGB 81 
30006 CH=l;OPEH 

3000? REM MBf RETRIEVE GRAPHICS MODE 
30010 GET ttCHjGBlIF GR>0 AND GH<? THEN 
GR=Gn+lB 

3001S GRAPHICS GR 

3001? REM fHHt RETRIEVE COLOUR DATA 
3DDZB FOR C=0 TO B:GET BCH,COL:POKE 70 
4+C^C0L!NEKT C 

3002? REM ««« FIND AAMTOP/DISPLAV LIST 

30030 HAMTOp-PEEKtl06JN2S6 

30040 ADRHI=PEEK(5613:ADHLO=PEEK(5603 


30056 DLIST=ADRHI»ZS6+ADHL0 

30060 SIZE=BAMT0P-&L1ST+1 

3006? REM *** USE CIO TO TRANSFER 


SCREEN DATA 


EU 30070 IOCB=032+CH*16:POKE I0CB+Z,7 
AC 30000 POKE IO(;d+4ji ADRLOiPOKE lOCO+SjAD 
RHI 

AH 3O0?0 5I3EHI=INT(SIZE72S61!SIZELW-SIZE 
-S1EEHI»256 

OT 30100 POKE lOCB+fi,SIZELO^P0KE rOCB+?,S 
IZEHI 

FB 30110 I = USH (ADR * "hhh2LV6]"3 j Crt*lB3 

PK 30120 CLOSE ttCH 
DF 30200 RETURN 

Program 2 - Screen Load 


SLIDESHOW 


This Is an old program I wrote for I'agc G back in 1985- I have 
modified iL to work correcfly with the screen load subi outine. 
When you have typed both listing 2 and 3 and have them 
saved to disk carry out the following. Load pro^^ram £ and save 
it using LIST. Load program 3. Enter program 2. You will now 
have both programs combined. 

[ will only outline the way program 3 works. It reads the 
directory of the disk and stores all filenames with an extension 
in the fomt -FIC in the siring BS. It then takes each lllenanie in 
turn and passes it to the screen load subroutine which then 
recovers the data and displays the screen. Alter a short delay 
the next screen is displayed, When all the files have been used 
an error oceurs which Is trapped by line 80 starting the whole 
process over again, so the effect is a eorltinuously ruriiihig 
slide show. 


TAPE USERS 


You may think that the description above relates only to disk 
users. 'Ihiis is not so. The first tw^o listings will work with 
cassette if you use the file name "C;" insLead of'DlFILENAME- 
.i':XT'. There is a hitch, however, you must be a bit patient. 
Data Lraiisler to and from tape is not nearly as fast as disk. It 
is even possible to run a slide show trom tape as long as you 
set up a tape uith a scries of graphics saved one after the 

continued on page 39 


HO 

JT 

UP 

RG 

PF 

WT 

NM 


HEM 


EM.J < KMW M - Wi tRMWMWXW: i 


RfH SLIDESftDM 

REM *** by IAN FIHLAV$CIH 

rem *** AUSUfft T?eB 

rem *** nodi Tied July ?4. 


[ h XKR W MM W MMMMWKHMX i 


[KRX N K W RH-W 


REH 
REM 

FZ 20 DIM FS 1145 ^ AS ti7J C510J : Q = 256’.FS t 

1 ^ 2? =“D : " : SC:.ANLBAD = 3OO00 
KH 2? REM * MJ4 im 4iI«:M:f :I:DM :l^■ l:H4U 

* i ; Mta 4 : m 4 m c iFi 

m 

KS 10 TRAP 23B:0PEN 82,6,0^"D:*.PIC" 

UD 40 Z=0 

HO 50 INPUT A$:Z=Z+t:BStl7*Z-10,17*Z5- 
A£;TF AS =*^FREE" rHER 70 

?K 50 goto 60 

KB 70 CLOSE 82?IF £ = 1 THEM 238 _ 

AD 7? BEH * W A Jr-H'afciN 1 Im a tin a il'jli 

JH 00 Z-0STRAP 60 

SJ Z=Z+lJAS=Bf(17*2-16,i7»Z}iF?(3,145= 


HJ 180 F?t3,l0f^ASC3,10SiFOR H=4 TB il:TF 
FS(H,M3=:" ■■ THEM FS (H, K + 31, PlC" 

HR 110 NEXT N 

US 200 G05UB ^CRHLCAD 

LH 220 FOB PCLAV=1 TO 100D:NEKT DELAY!POK 

E 77jO:60TO_?0_ 

PH 227 REN * IgId'krfilaiitill 
ZB 210 GRAPHICS 0J? ''K+^NO PICTURE FILES 
OH THIS DISK":? "+ISELECT PICTURE DATA 
DISC AND riffT!) A6AIH" ; EMD 


Program 3 - Slidcshoic 
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DOUBLE DISK BONUS 


TWO GREA T BONUS GAMES THIS ISSUE! 


r r t' s'" ^ »■ *' 

i .» j .* j -* .1 j j 


■ *•■ r‘ r r ; ^ r r r r r 

. . _i _* ^ .• * J -* -‘^i3ri2*jrr' 

i*:"ff::/t:--e=3ffflffSSfiifilfff ■: ' 


fjl <> O i> +> 

n 


IBP 


J** 

^p^4^«aL:A < m- 'SA> . 

,- r r r r r r ^^ 

##«»«■ ■ X■:r;r 
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PLOP 

by Neil Ottaway 
A one or two player challenge 

Plop IS a gama tor one player or two playere playing simultaneously on separate 
scrolling screens. One player is a ball and occupies ihe top half of itie screen while 
the ottier player is a hole on the bottom half ol the screen, in one player mode the 
olaver can alternate- between lha two mortes by pressing the space bar. , tl^ w n 

The Obf«fo?the gaine is lo get the ball into the hole. This, however, is hbt easy since there are walls and expanses ^ waler .n the 

guided through the^maza using a joystick. A lila is lost by guiding the ball into the sea or inio a gap. Also a life is lost -^hen time runs oul or i1 you press ESC to qu t 
That level it you become stucK, 11 any of the above occur you will be restarted at the beginning ot the level rf you st^l have "ves of, 

Around the maze may lie switches with either a number 1 or a number 2 on them. The ditterent swrtcheB may either place ^ 

of lloor in certain places. Switches must be used to complete most levels. Some switches you may wish to avoid ^fsStton artd 

oressinq P If you are already carrying an object then it will be swapped with the object lhat you are on. To drop an object you should hold down the hre button artd 
press one Of the cursor Veys^depending on whether you wish to drop the object to Ihe left or right or above or below you. You cannot drop an object directly 

“onXpJSl/o"" a .phrg and passing 0>^f i| ynu will be propnlted into thd air lo. a aboi wOite anabling yba lo aiisa a awHoi. =nd go Pvsr i'j'*;f , 

You can also PICK up bombs which blow holes in walls and there are also pieces ol floor you can use to bridge gaps over waier or holes. Sometimes you may wis 
tn rvq.i .1 Sri fthieci from one olaver lo the other which can be achieved by dropping an object on a sucker. „ , . • l j 

Eaob Iwol is compleie when the ball and ine hole meat. There are 10 leyels ahegethe. each *ath its own devious puzzle to ?" 

there is a graphics demo to enjoy. Music can be turned on and oft by pressing the M key. There is also a cheat mode which can be activated by press g 
COWTROL-C, You can then proceed to the next level by pressing CONTROL-Nu 

PLOP is an exc&ileni game wrmen in compited Turbo Bssia You resHy ought to see it to dfscoverjust what Turbo Basic can do 
- iVs as good as fTiacfii'rre code! 

Plus... 

THE HYAMS ADVENTURE 

by Yohannan Hyams 

A traditional text only adventure which starts out in the authors bedroom. 

You must understand and investigate everything you see Id discover |u5l 
what sort ot life this Hyams guy leads. Along the way you'll find many things 
to help and many clues to lead to the ultimate objective. What that is you’ll 
disoover as you go along, There is no help on this one. you'’re on your own! 

The Hyams Adventure is an excellent fast response adventure written with 
Adventure Writer and has many unique features and puzzles to solve. 


issu0 disk 52 is induded with Disk Subscribers 
copies this issue but can atso be purchased sepa~ 
ratefy for just £2.95. Order your copy form PAGE 6, 
P.O- BOX 54, STAFFORD, $T16 tDR or by tete- 
phorting Q7B5 213928 and using you credit card. 


A NEW ISSUE DISK! 

This issue's disk has a great new loader de\froloped espooiai- 
iy for us by The High Tec Team who wrote The Big Demo. 
Now you can enjoy great graphics effects as weli as a 
custom written semtiing message with each issue! 

If you have not tried our issue disks before, rtoiv is the time 
to discover just whaf you have been missing. Not oniy do 
you get a great Deiv intro but TWO BOWLES programs that 
are not available elsewhere. 

GIVE IT A TRY. AT JUST £2.95 YOU CAN’T GO WRONG! 
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Presents 


Select from the list below any 
TWO Spectrum, Amstrad, 
Commodore 64 or Atari 
XL/XE games or ONE Amiga 
or ST game - when you join 
the AIR CREW* 


imsfpm 


y^c^ewfft c»ar^v^v 
r^u rms /tasMtfmr 

I fRH. m£N YOU UNO 
V > u$ S7a^ A 


Championship Run 
3 D Gmnd Pnx 3 

Afticrican Football □ 

Arcade Fruit Machine □ 3 □ 3 

Arcade Trivia 3 3 0 

Ball Blasta Q 

Bionic Ninja 3 □ □ 

Blinky's Scary School 3 □ □ 

Death Chase 3 

Dracunuii 3 13 □ 

FI Tismado □ □ 

Fantastic Sijcuer 3 3 

Full Uirottle 1 Q 

Full Throttle □ 

Jasper □ 

Joeky Wilson’s Dans 3 3 3 3 

K ick Box V igiiante 3 lJ 

Las Vegas Casino 3 □ □ □ 

Mazie □ 

Mirax Force □ 

MoLintain Bike Racer □ 3 3 

Ninj* Cominasido 3 3 3 3 

Para Academy 3 3 3 

Para Assault Coiirse 3 3 3 

Fhatitcun 3 

ProGo Kart Stmulalof 3 
l*si-Droid □ 

Rally Sim ulautr 3 3 3 

Sidcwiitdcf □ 

Spaghetti Wesiein 3 3 3 

Speed Aec □ 

Turbo Skalc Fighter □ 

World Soccer □333 

Zybex 3 33 


^SHN GtfOiWffN, 
j'lL 

RE'fiflfiARGC YOUR 
V bracket**' A 


Wt$ f$ IHi MOST 
BAUaSnB 4 Mi£S 
CLUB V 


To join CirpfaiJT Cockpit, ihe jV^rvy, Gitbert Terracffna-Hatchbatch , Stan Grommet 

& the rest 0 / the AIR CREW pick your FREE GAMES by ticking ihc bo?^c 5 ^ complete iIiIh 
ftrrm. and send a cheque or postal order for £ 7 .‘I 9 (f Ji .99 overseas! Jtiade payable lo Zeppelin 
Games Limited at The Air Crew, P.O.Box 17 ,^ Houghtonde-Spring Durham DH 4 6JW^ 


Name:_ 

Address 


Postcode 


/ / Computers 3 sped □ Amst 3 C64 □ XL/XE 
Owned: 3 Amig □ ST 3 PC 3 Console 
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A-Z OF ATARI SOFTWARE 



(AND NOT SO GOLDEN) 


OINES 

continued 


GEMSTONE WARRIOR ★ ★ ★ * 

arc/adv. S.S.I./U.S. Gold 1987 (d) lull 

An enthralling strategic gamee essentially a one player, thinking 
person's version of 'Gauntlet’. Your quest for the Gemstone takes 
you through four-way scrolling dungeon chambers (meeting a variety 
of monsters on the way). You have to make use of the many items 
you find, many of them being used for spell casting. This game has a 
great balance and will appeal to role players, strategisis and shoot 
'em up fiends alike, A classic of its kind, and a much better game for 
the solo player tho.n 'Gauntlet" could- aver aspire to be. 

GHOST ENCOUNTERS ★ ★ ★ 

arc/adv, J.V, Software 1981 (t) scarce 

J.V, Software produced several arcade adventures for the Atari in 
the eariy 80's, with this and "Journey to the Planets' probably being 
the best- You take the part of a ghosi who must solve a puzzle in 
each pf the twenty rooms. Some require logical thinking, others a 
sure trigger finger. Graphics are simplistic, but the game itself 
remains as challenging and stimulating as when it first appeared. 


THE KEY 


Star Ratings:- 



★ 

poor 


★ ☆ 

poor/mediocro 


★ ★ 

mediocre 


★ ★ ☆ 

mediae re.-good 


★ ★ ★ 

good 


★ ★ ★ ☆ 

good/eKcelient 


* ★ * * 

excellent 

arc 

arcade gama 

{t) game is available on tape 

pidt 

platform game 

(d) game is available on disk 

sIm 

sirnulation 

(r] game is available en HOM 

sirat 

strategy game 

cartridge 

adv 

text adventure 

bud budget priced game 

(E1.9S-£a,'&9) 

gr adv 

text adventure witti 

pictures 

fantasy rcia playinc 

mid mid-priced game 

trp 

} {£3.CI(k£8.99) 

game 

full full priced game (£9.004) 

arc.''adv 

arcade game with 

imp game is (or was) oniy 


puzzle 5clving.''map 

available en import from 


ping etc. 

America 

scarce no price range available, 
because game is very dif¬ 
ficult to get held of 


Trw price 9fyct lormet {tsue, disk etc.) rangea quoled are intandBil as gurdslines 
only. Games which were orjg^rrafjy avaitebis erf tape and CfisH car* n<iw (w itsvnd 
cn CSftffd^e vSce-¥ersa- Thia can also ailer Itie price of the gamo in question. 


GHOSTBUSTERS ★ ★ ★ 

arc Activision 1984 (t,d) mid 

'Ghostbusters' features some nifty music, good graphics and speech 
synthesis, but it’s a pity the gameplay did not quite match up to its 
obvious audio visual attractions. You choose a car, travel city 
streets, and trap ghosis (trapping requires careful timing and luck). 
Once you've made enough money you get Che chance to sneak past 
the Marshmallow Man and get nd of the ghosts once and for all. 

GOONIES, THE ★ ★ * 

arc/adv. Datasoft/U.S. Gold 1985 (t,d) mid 

A multiple screen, puzzle solving plaHorm game in the same vein as 
'Zorro', also from Datasoft. 'Goonles' features a unique game play 
system in which you control two characters on each screen, flipping 
between the two via your joystick button. The puzzles are welt 
thought out and graphics and sound are of a good standard, 

GRAPHICS ART DEPARTMENT * * ★ 
ut Databyte 1986 (d) full 

A well implemented computer art package with all the features (and 
more) the budding Von Gough could wish for. Drawing is accom^ 
plished by using a joystick. A comprehensive help menu gives 
access to such things as palette, patterns, editors, zoom, brushes 
and a lot more, With the Display List Interrupt feature you have 
access to 128 colours. Why doesn’t G.A.D, make use of Graphics 
mode 15 instead of the more chunky Graphics 7? Despite this it is 
still a recommended buy. 

GREEN BERET ★ * 

arc Imagine Software 1987 {t) mid 

A poorly done left to right scrolling shoot 'em up with one colour 
sprites and poor collision detection. You play the soldier of the title, 
dodging, shooting and knifing your way past the never-ending 
assault of guards out to tan your hide. The programmers know how 
to use the fine scrolling features of the XL/XE but they seem to have 
forgotten that it has a good quality sound chip. 

GREAT AMERICAN ROAD RACE -k * ir ir 
arc Activision 1985 (t,d) mid 

Certainly one of the best car racing games around for your machine. 
'Road Race' gives you a choice of different routes, each with 
different scenery. You may find yourself driving at night, in snow, 
through fog, caught in a rush hour, or even dodging repair signs in 
your race against the clock. Graphics are good, but the sound is 
excellent. 'What's more, 'Road Race' rates very high in playability. 

GRIDRUNNER ★ ★ 

arc Mastertronic 1987 (I) bud 

A shool 'em up set along a grid which fills the entire length of Ihe 
screen. Programmer Jeff Minter wrote this addictive shoot ‘em up in 
roughly 5K ot code! Don’t expect any frills, just enjoy the fast-paced 
action. 

GUARDIAN OF THE GORN ★ ☆ 

arc ln*Honne Software 1982 (t) scarce 

An attogether weird game which has you travelling across an oddly 
shaped grid, avoiding insects. If they manage to grab you they 
whistle and out pops a huge butterfty-type character who picks you 
up and presumably eats you off-screen (told you it was weird), 

Littfe-seen and probably best If it stays that way, 

compiled by 
Kirk Ruebottom 
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A-Z OF ATARI SOFTWARE 


GUN LAW ★ ☆ 

arc Mastertronic 1987 (t) bud 

A pretty dire attempt at a conversion of the 'Commando' game from 
the arcades of a few years ago. It has you controlling a guy with a 
machine gun, shooting everything that moves over the vertically 
scrolling jungle landscape, Sound is Of the 'ping' variety and you can 
only move and shoot in four directions {a serious limitation in my 
books). 

GYRUSS ★ ★ ★ 

arc Parker Brothers 1984 (r) mid 

A solid, no-frills, all action shoot 'em up. 'Gyruss’ finds you blasting 
your way from planet to planet with a superb rendition ot Tocatta' 
hammering away in the background. The action is similar to 'Space 
Invaders' or 'Galaxians'f only with much faster and freer movement 
of both your spaceship and the aliens. 

HACKER ★ ★ ★ 

arc/adv. Activision 1985 (t,d) mtd 

An entertaining and unusual gamCp which, after loading, presents 
you with a screen containing two words, "Logon Please". Eventually 
youll find yourself studying a map of the world and directing a robot 
to various locations in order to bargain with spies of different 
nationalities. The instructions included with the game are almost 
non-ej(istent. It is up to you to find out how to play the game. 

‘Hacker' fares pretty well in the graphics and sound department, 

HALLEY PROJECT, THE ★ ★ * 

sim Mindscape 1985 (d) imp scarce 

A space e*ploralion game, in which you must journey to various 
planets and moons in our Solar System, from your mission base 
inside Halley's Comet. Views are ot the 3-D variety and there are 
some impressive graphics as you gradually approach a planet. 
However, all this would look better on an American T.V, set as some 
of the graphics are artitacied. All in all a fairly interesting and 
challenging space exploration game, but with limitations in long-term 
interest. 


H.E.R.O. ★ ★ ★ 

arc Activision 1964 <r) mid 

In H.E.R.O. you control a guy with a jetpack who enters mines to 
trap rescued miners. You have to dodge radioactive fields and walls 
and shoot any aliens you might find. There are many nice features in 
this shoot 'em up.''platformer, notably the bright and colourful 
graphics and the challenging gameplay. 

HITCHIKER’S GUIDE TO THE GALAXY * ★ * ☆ 

adv infocom 1986 (d) full 

One of the most popular text adventures from the acknowledged 
masters of the genre. It's based upon, and loosely follows, the book, 
radio and T.V. series ol the same name, Infocom preferred to call 
their adventures 'interactive fiction' and with 'Hitchikers' it's easy to 
see why. Huge vocabulary, atmospheric descriptions, humorous 
replies, it's all here. If you liked the T.V. series then you'll enjoy 
playing this. 

HOME FILING MANAGER 

ut Atari 1982 

This handy utility was given away free with 
Atari disk drives many years ago. It's a fairly 
versatile, extremely easy to use, record keeping 
utility cum database. Information you wish to 
record is displayed on screen as a card. These 
'cards' can be saved to disk, sorted and inde¬ 
xed etc. and re-displayed at the press of a few 
buttons. A bit limited for the more serious user, 
but useful nonetheless. 

HOUSE OF USHER 

plat King soft/Midas 1986 

A fairly average platform game with some original ideas for content, 
but spoilt by poor programming. You controE a pixie sort ot character 
who must battle his way through nine platform screens, each with a 
different theme or puzzle. Challenges include dodging cannon balls, 
negotiating your way Over unsafe floors, dodging meanies etc. 


★ ★ ★ 


(d) 

bud 

mr nrjMt 

FlUhC, 

' * I 

. 

IB 




★ ★ 

(t) bud 


HARDBALL ★ ★ ★ ★ 

arc/sim Accolade/U.S. Gold 1966 (t,d,r) mid 

This is an excellent implementation of Baseball on home computer. 
The main game screen shows a close-up view from behind the 
pitcher, with large colourful graphics depicting batsman, pitcher, 
umpire and backstop. You have a variety of pitching and batting 
options to choose from. Once struck, the ball flies off this screen and 
you then see a view of the outfield from where you direct your 
fielders or runners. Many subtleties in design, and good gameplay 
combine to produce an enthralling piece of software. 

HAZZARD RUN ★ ★ 

arc Arlworx 1983 (t) scarce 

Remember the ‘Dukes of Hazzard’ series of a few years back? Well, 
this simple overhead view, vertically scrolling game puts you irt the 
shoes ot Bo and Luke Duke as they dodge their car past trees, 
rocks, ducks, rivers etc, Pretty shallow, but then again so was the 
T.V. series. 

HENRYKS HOUSE ★ ★ ★ ☆ 

plat Mastertronic 1987 (t) bud 

This is a gem of a platform game, Henry has shrunk to about six 
inches in height and you must guide him about his house, avoiding 
various sorts of nasties and traps. Each screen is a puzzle in itself, 
and with eight screens lo oompieie you will certainty gel your 
money's worth. Graphics are detailed and crammed with colour and 
the gameplay is almost faultless. Recommended, 


HOVER BOVVER ★ ★ ☆ 

arc Llamasoft/Mastertrorilc 1984/1987 (t) bud 

An unique but eveniually moniotonous game in 
which you must mow lawns, watch out for angry 
neighbours, and restrain your dog at the same time! 

Your view of the (very highly coloured) events is 
from above. Mowing is accomplished by pushing 
the joystick, and your dog is controlled by the fire 
button. Factors include mower overload, dog loyalty 
and obedience! 

HULK, THE 

(gr) adv Adv. International 1984 (t,d) mid 

'Hulk' was released as a two disk graphical adventure and also as a 
text-only cassette version. Written by Scott Adams, it utilises the 
limited verbmoun input rouline, but it contains some nice puzzles. 
Locations are not great in number, but the whole fits together nicely. 
The disk version contains some nice pictures, 

INTERNATIONAL KARATE ★ ★ iir ★ 

arc System 3 1987 (t^d) midi 

An efficiently programmed and well-designed piece of software. Thi$ 
IS possibly the best ('Karateka excepted) ■martial arts game for Ihe 
XL'XE. Sprites are nicely coloured and animated and the sound is 
superb, whether it ranges from the tour channel music to !he varied 
grunts and groans of the fighters. Atari owners were waiting tor this 
game tor over a year. The wait was worth it. 



★ ★ ☆ 
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A-Z OF ATARI SOFTWARE 


INVASION * ^ 

strat Mastertronic 19B7 (t) bud 

Unusual wargame, sel on an alien planet, with your objective being 
to destroy ttie aliens' weather station. Comnnarids tor your units are 
entered with the joystick. Although there is much ot interest for 
wargamers here, 'Invasion' is let down by some poor graphics and 
terrible scrolling. 

JAMES BOND 

arc Parker Brothers 1984 (l,r) mid 

An altogether dreadful piece ot software. It's a horizontally scrolling 
blasts with you controlling Bond in his speedboat, firing at everything 
that moves. Poor controls, tedious gameplay. 

JAVA JIM ★ ★ ★ 

arc Creative Sparks 1986 (t) bud 

You control Jim who jumps about on a grid map of a desert island in 
search of valuable tools and relics for his archaeological OKpedilion, 
But you have to watch oul for lava which i& spat out by the mounialn 
in (he centre of the screen. An interesting little game with many 
subtleties and unique gameplay. Alternately frustrating and re¬ 
freshing, i.1 is worth more thari its budget price. 


JUMBO JET PILOT ★ * 

Sim Thorn E.M.I. 1982 (r) scarce 

This flight simulator has not worn the years as well as its contempor¬ 
ary, 'Submarine Commander' (also from Thorn E.M.I.). It does have 
very good deiail and is challenging lo fly, but terrible graphics and 
sound can't really compensate for this. 

JUMPJET ★ ★ 

sim Anirog Software 1986 (t,d) mid 

A rather uninspiring flight simulator which has you taking off and 
landing from an aircraft carrier and in pursuit of enemy planes. The 
emphasis is more on simulator than arcade, with options controlling 
thruster positions, radar, navigation elc. Instructions for the game are 
abysmal and ttie game is very difficult to get to grips with. 

JUNGLE HUNT * * * 

arc Atari 1982 (r) mid 

An amusing game, especially good for the kiddies, played over tour 
stages. Stage one finds you swinging from tree to tree. Tarzan style, 
and you must time your leaps correctly. The second stage takes 
place underwater and you must avoid the crocodiles. Stage three 
has you jumping over lumps of molten lava, and In the final stage 
you must rescue the damsel from the cannibals’ cooking pot. 


JET BOOT JACK ★ ★ ★ 

plat English Software 19-(t) bud 

83 

A delightful game which was deservedly 

awarded minor classic siatus. Jack is propelled 

by his jet powered boots, and he collects all 

the musical notes from each screen whilst 

trying to avoid the many hazards at Ihe same 

time. Bright, clear graphics and addictive gameplay make 'Jack' a 

winner. 


JET SET WILLY * 

arc Tynesoft 1986 (t) bud 

Tynesoft obviously had no Idea of the Atari machine's capabilities 
when they attempted to convert this best-selling Spectrum game. 
You have to move Willy over numerous rooms in an attempt to 
collect all the glasses from the previous night's patty. The only 
redeeming feature of -Witly’ is that it features an excellent musical 
soundtrack. 


JOURNEY TO THE PLANETS ★ * ☆ 

arc/adv. J.V. Software 1981 (t) scarce 

Another puzzle solving arcade adventure from the makers of 'Ghost 
Encounters'. This game has the puzzles ol a text adventure but 
solving them requires moving a spriie through various screens. 
Graphics are very basic and bbcky, but 'Journey to the Planets' 
makes up for this with Its excellenl design and gameplay. 


JOUST * ★ ☆ 

arc Atari 1982 (r) mid 


An amusing game in which each player Is 
mountedi on a bird, lance in hand, and the 
objective is to knock the other player (human 
or computer} from his bird- You can either 
charge at the other competitors or drop down 
on top of them. Flying is accomplished by 
pressing the joystick button in time with the 
bird's wings. Nothing spectacular in the 
graphics and sound departments, but 'Joust' 
is entertaining and playable nonetheless. 



JUNO FIRST ★ ★ 

arc Datasoft 1984 (d) mid 

A rather dated 'Space Invaders' derivative with a pseudo 3-D effect 
and aliens coming at you from all directions. Nothing at alt special 
here; just another average shoot 'em up'. Oatasoft released games 
of much better qualily. 

JUPITER MISSION ★ ★ * 

arc/adv. Avalon Hill 1983 (d) scarce 

Corsideritig that this big game lit occupies two double sided disks) 

was written in Basic, it is reasonably impressive. You're in control of 
a spaceship, the 'Space Beagle’, and you must navigate your way 
through space, avoid meteor storms, send out shuttles to planeis, 
repair ship damage etc. There’s a fair amount of disk access and 
graphics are a bit hlocky, but the game is not without merit. 

KAMPFGRUPPE ★ ★ ★ 

strat S.S.I. 1985 (d) full 

Another immensely detailed and complex S-S.l. wargame. This time 
out the action takes place at platoon level in World War II- As with 
most S.S.I. wargames, the graphics play second fiddle to the wealth 
of game options and commands. Recommended for the wargamers 
among you, 

KARATEKA ★ ★ ★ ★ 

arc Broderbund 1985 (1) imp scarce 

Graphics in 'Karateka' are works of ail, indeed the whole game 
oozes quality, from the opening narrative sequences to the final 
embrace of hero and Princess. This martial arts game employs 
movie-style cutaway techniques where the screen may show your 
character running along, and then cut to a shot of your opponent 
rushing to meet you. Controls are initially hard to get used to, but 
simplicity itself once mastered. It's a crime that this, the best martial 
arts game for the XUXE, was never easily available here in the U.K. 

KAYOS ★ 

arc Computer Magic Ltd. 1981 (t) scarce 

A primitive (and extremely rare) shoot 'em up, one of the first games 
i ever bought. Put simply, a fasi space invaders clone, with flashy 
sound effects. 
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KENNEDY APPROACH ★ ★ ★ * 

Sim Microprose 1365 (t,d) full 


'Kennedy Approach' is a simtjlahoii of air 
traffic control. You won't be impressed by the 
graphical display (a simple radar map with 
aircraft and airport symbols), but what you 
WILL be impressed by is some high quality 
speech synthesis, it eertairily adds much to 
the atmosphere and authenticity of the game, 
and there is a wide variety of phrases to be 
heard. Take away the speech synthesis and 
you are still left with a riveting simulation. 
What more could any aspiring air traffic con¬ 
troller wish for? 



KICKSTART ★ ★ ☆ 

arc Mastertronic 1986 (t) bud 

An okay motorcycle obstacle course game, based on the T.V. series 
of lha same name. The game uses a split-screen technique, so you 
and a friend can race at the same time. Your view ot the course is a 
two-dimensional one, taken from the side. The obstacles include 
water, rough ground, vehicles and brick walls. Quite good fun, and 
well worth its budget price. 

KILLER CYCLE ★ 

arc Microvarue 1987 (t) bud 

This was part of the 'Four Great Games Vol. 2 ' compilation and is 
probably the worst of the bunch. It claims to be a recreation of the 
Light Cycle sequence from the film 'Iron', in reality ifs nothing more 
than a jazzed-up collision detection routine, where you guide a 
moving line with your joystick, and iry not to collide with the other 
moving fines o( the human or computer players. 

KING OF THE RING ir it 

strat Gremlin Graphics 1986 (t,d) mid 

A key-pressing strategy game about boxing. You choose your box¬ 
er's training, opponent, and fight strategy. During the fight you get 
chances to allocate points to tactics for the forthcoming round. Then 
it^s |ust a matter ot watching the boxers slug it out (in wire-frame 
graphics). 


KNOCKOUT ★ ★ 

arc Anco Software 1986 (t,d) mid 

A poorly-done boxing game lacking in almost every department. 
Moves for your boxer, issued by the joystick, are very limited. 
Graphics are basic and the sound resembles waves at the seaside. 
This one is best to avoid. If you want a decent boxing game then 
look no further than 'Fight Night' from U,S. Gold, 

KORONIS' RIFT ★ ★ ★ ☆ 

arc Lucasfilm/Activision 1986 (<l,r) full 

This game employed the fractal graphics techniques used in 'Rescue 
on Fractal US' to even greater efiect. En fact, 'Koronis Rift' has the 
distinction of being one of the mosi graphically pleasing games 
EVER to be- released for the Atari XL-'XE. You're a lechno-scaven- 
ger, looting your way across the planet, utilising items found in 
battered hulks that were once spaceships. Your 'out of the cockpit’ 
view shows you the surrounding terrain as well as the numerous 
flying saucers who are out to liquidate you. A very involving game, 
with equal emphasis on shooiing, tactics, exploration and navigation. 


TO BE CONTINUED 


LA. S-W.A.T. ★ ★ 

arc Mastertronic 1987 (t) bud 

You're a S.W.A.T. team leader, shooting down terrorists in this 
vertically scrolling 'Commando' Inspired shoot 'em up. Buildings, 
overturned cars and city streets take the part of jungle here though. 

If you like this type of game then you could buy worse ('Gun Law' for 
example). 


LAPIS PHILOSOPHORUM ★ ★ ★ 

Qt adv Ariolasoft 1936 (d) mid 


Nice graphical adventure with a fantasy 
theme. The parser will only accept verb-noun 
entries, but is adequate nonetheless. The pic¬ 
tures are nicely drawn, and puzzles are a little 
on the easy side. 



LAST VA, THE ir ★ ☆ 

arc Mastertronic 1987 (t) bud 

This game features nice graphics and sound, but is very hard to get 
to grips with. You have to guide your car through bombed-out streets 
{a nice overhead view) in a race against the dock. Control of your 
car is difficult, and that's putting it mildly. However, persevere, and 
you’ll find yourself coming back to this time and time again in your 
quest to find the correct route to the next siage. 


LEADERBOARD ★ ★ ★ ☆ 

sim Access/U.S. Gold 1986 (t,d) mid 

Probably the best golf game for your computer. The only scenic 
features are fairway, putling green and water hazards, but the three 
dimensionaf views and playability make up for this. Factors include 
hook, slice, power, wind and slopes. This is a game which appeals 
to both young and old alike. Now why didn't they convert "iWorid 
Class Leaderboard’ to the Atari machines? 


LITTLE DEVIL ★ ★ 

arc Red Rat 1988 (t,d) mid 

A mediocre offering from one-lime reliable Red Rat. ‘Liitle Devil' was 
supposedly banned in some outlets because of its alleged occult 
content [don't make me laugh). It's a platform type game in which 
you time your leaps to rescue suspended souls and avoid the 
customary baddies. The backdrops are nicely drawn, but we’ve seen 
the gameplay a thousand times before. 

LIVERPOOL ★ ★ 

strat (Mali Order only) 1984 {t,d) scarce 

A text-only football manager type game, written in Basic, which used 
to be available from an advertiser in Page 6 magazine some years 
ago. It features such things as transfers, player skill and stamina and 
finances. Things progress a little slowly (mostly due to the lengthy 
disk accesses), but It is fairly interesting if you like football manage¬ 
ment games. 

LIVING DAYLIGHTS, THE ★ ★ 

arc Domark 1987 (t,d) mid 

Yet another multi-screen scrolling shoot 'em up. This is from the 
same team who programmed 'Green Beret' (see elsewhere). They 
did a slightly better Job with this one, but the game still remains flat 
and monotonous. You're James Bond, shooting, dodging and elimi¬ 
nating his way through horizontalPy scrolling scenic levels ot play. 

You have a variety of weapons with which to complete these tasks 
and you must choose ihe correct weapon for each stage, 
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emiiFiator 2 siuept awaij Lhe cotnpetidon 
tn [he cinemas, the month is eoLu September 
A D. 1991 and it’s hme to ossauit die sojl- 
lijone charts un'fh ad of those games that 
are set to sappast^ip storm the d^tarts sn 
time for the Civistmas rush. But ujelJ 
briJip you att doujn to the eFyoyabto hit of the games 
scene, that's right tJte Tipster business! 

Another timeframe another Tipster section, bursting at 
the seams this time toith a multitude of hints, tips and 
bits ‘n’ bobs. We hciue a map of Yogi Bear and Friends in 
tfie the Greed Monster. Sotutidns to Lanoetot, Apenf 003, 
aFid a complete bioLO out pjf HACKKi^. 


lASHHAM 


has an expose courteay ol 
Jonathan Burroughs of Peter- 
borougli. Here's his advice- If 
you have an auto-llre Joysturk it 


woTilci be helpful to turn it on. If you are being blown Into little 
pieces by the cannons, just shoot Ihe bullets ol tJie cannon in 
question and If won’t shoot any more. Instead of going in low 
to shoot the buildings all you have to do is push the joystick to 
the right and it \%ill Tire at. the ground. On the higher lc%'el&you 
will come across the mad bomber which will kill you il you are 
low. so when it does rornc, lly to the top of the screen straight 


away then it will not be able to destroy you, finally the 
missiles %vhich follciwr you and destroy you can be shot down by 
flying low at the left hand side of the screen and waiting for 
them to head straigfit for yon. when they do they are in 
position for you to shoot and destroy them. 


SPINDIZZY, JOE BLADE II 

prove a little easier due to Kristiar BatowskI ol Aberdare, 

In, SPIIMDI^Z V, when aelecling youf shape select the ball, as it 
bounces higher Oh trampolines. Don’t be tempted to go hunting for 
jewels as they waste more time than they give you back, it Is wiser to 
find new rooms as they are worth more time- Use the map often to see 
which directions you can go and study the (H} Help screen. 

1CI bins r 15 extras keys and 3,COO points in JOE BLADE II. If 

you find food leave it until your energy is low, it won't move. 

Try to map the rooms for future games so as not to get lost. 

One last tipperoonay and probaPly the best of the lot is that It you hold 
down SHIFT,OPTION and BTIEAK together on the title screen you will 
have infinite energy. __ 


DESERT 

FALCON 

iij$t became easy btast- 
ing when you use these 
5 hieroglyphics to start 
you oft: 


Desgrt Falton 


Quich ■ f 


m. 

??... 


s?<®> 
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HACKER 

HACKER has been smashed by Sean LeBrecque who hasn't en¬ 
closed his address [if you contact Page 6 and tell them what kind 
of paper its on and how you wrote the letter then you can have your 
badge). O.K. thafs the admin bit over so let's gel on with the well 
‘ard bit. 

The LOGON password is AUSTRALIA 

The four seciiriity checks are: 

1) Magma, LTD* 

2) AX-a310479 

3) Hydraulic 

4) Australia 


This first pert is the order in which |o go to the countries and what 
lo take and give. 


CITY WHAT TO GIVE WHAT TO BUY 


1) SWITZERLAND 

$5000.00 

EVERYTHING 

2) EGYPT 

CHRONOGRAPH 

EVERYTHING 

3) ROME 

SCARAB 

NOTHING 

4) INDIA 

TUT 

NOTHING 

5) NEW YORK 

SWISS CHALET 

BONDS 

6) TOKYO 

BONDS 

EVERYTHING 

7) CHINA 

PEARLS 

JADE 

B] CUBA 

JADE 

NOTHING 

9) LONDON 

CAMERA 

BEATLES ALBUM 

10) SAN FRANCISCO 

BEATLES ALBUM 

NOTHING 

11) WASHINGTON 

GIVE F,B.I. AGENT DOCUMENT 


The following is a list of the moves required to move from the first 
city. All of these moves are in order from the city to the last city 
in the format OF MOVES><DIR£CTIOW> so that move 6 north 
is 6N. To use these you have to first get to Switierland, 

CITY DIRECTIONS 


SWITZERLAND 

EGYPT 

INDIA 

NEW YORK 
TOKYO 
CHINA 
CUBA 

LONDON 

SAN FRANCISCO 
WASHINGTON 


6E. 4N 

4W, IN, 6E, 2S, IE 
IE, 2N, 2E, 3S, IE 
1W, 3N. 16W, 1S 
6W, IN, 14W, 2S, 5E 
4W 

1 E, 3S, 2E, IN, 4E, 1S,2E, 1S, 2E, 

IS, SE, 3N 

m, 2N, 2W, 1N, 3E 

3W, 2S, 12W. 1N, IE 

1W, IS, 10E, 2N, 2W, 1S, 3W 


CONGRATULATIONS YOU HAVE JUST COMPLETED HACKER 

If you complete this game, it then prims the front page ol a 
newspaper on your printer so make sure that its on-line and has 
plenty of paper. If you haven't got a primer then it doesn’t do mucti 
at all viihich I think is a bit unfair don't you? 


3D 
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Key: 



B Blue Pot of Money (you must collect all of these) 

1 Jar of Honey (makes Yo|^i inviiiciblej 

W Jar of Sweets (provides extra ammo) 

P Picnic Basket [replenished fond bar) 

T Toys (}'Csi.i must collecrf all of tliesej 

G Bubble Gum {slicks Yogi to one spot for a while) 

Balloon [follows Yogi and can't be killed) 

Kl, £2 Key one^ key two etc. 

Dl, Door one, door two etc. 


A Enemy that moves horizontally 

B Enemy that moves vertically 

Cl Room that contains trapped Boo Boo 
C2 Room that contains trapped Snaggle Puss 
CB Room that contains trapped Quick Draw McGraw 
C4 Room that contains trapped Snoop and Blabber 
XX. door 9 needed to remove it 

L Touch L to remove blockage X to enable access to 

rest of the game 


SMASH, CHOP, BUILD, SPY! 

WORLD KARATE, HOT BLOX, BOULDERDASH 
CONSTRUCTION KIT add AGENT 009 are the games 
that are given the once over by Daniel Nye of Enry St, Edmonds. 

AGENT 009 gets the backwards treatment this time witti the 
following gibberish written as DAOL REXIMTNEMEC = LOAD CEMEMTWIXER. 

KOOL ■ ON - TEG - TRATS - TIXE - KOOL ^ KLAT - SEY - NEPO - 
DAER -ETALSNART - RETUPMOC ^ EVAEL - TEG - TRATS - KOOL - 
KOOL - EVIRD - OBRUT TSOOB - KOOL ■ LLIK - KOOL - TEG ■ DA£R 
- NUR - NUR - KOOL - RETNE - KOOL - TEG THGILHSALF - SEY - 
YUB - EVAEL - KOOL - NRiJT ^ WOLLOF - TEG - NETSIL - WETSIL - 
EREHW - LLIK - RESAL HCTAW - TEG - KOOL - SSORC - TEG - 
TRATS - KOOL-KOOL-DAER-SEY -KOOL-KOOL-KOOL- 
DAER - HSUP - KOOL - KOOL OBRUT - TSOOB - DAER - KOOL - 
THGIR - NRUT - THGIR - KOOL - TEG - DAER KOOL - LEEF - OTOG - 
KOOL - LLIK - NUG ^ KOOL - TEG - TUP - KOOL - OG - TSAE - 
RETNE - THGIR ^ KOOL - NEPO - 900 -hE lalioV 

If you are having trouble with BOULDERDASH, load up the 
construction kih you can then load up each screen and practice them at 
different speeds and try the things you can alter in the kit. 

When a block appears at the top of the screen in HOT BLOX just 
pause the game. This will give you time to think about where to put the 
block. When you have decided, simply unpause the game. 


SMAHTER THM THE AVERAGE GAMER 

To go With this issue S map of YOGI BEAR IN THE MONSTER 

are soiiit; hints from the same Jiiasi RLc’hfAnd Gore of Sprotborough, 
r>tjri<-:f(slcr. The hints are as foLlaws: 

TO'Uch the green Layer marked L. An opening will apEKiiiAr (rriarkcd X on 
the iiiaj;) to allow yon access to the rest oJ'lhr game. . 

Defore using the opening go back lo (ho first screen and cxsllec! the 
picnic basket IE you have not already done so becaiise ijiice yoiu haw 
gone through tlie erpening yon will not be able lo relnm lo the staiUng 
Location. 

Collect the toys, the blue [m>Ih of of monejr and the sweets as soon as 
you see tliesn but only •collect the pic-nlc baskets, jars yf honey and 
cans of of |*i>p when you need them an they are few and lar between. 

Try to evade the enemies ralher than using your ammuiiilion. -Only fire 
the sweets w'hen you rr^dlly need to as you only gel a f•cw^ 

Collect the blue canisier tenarked as a circle with a cross inside It on 
the map) as soon as possible, Tliis ri:rnfn,T;s I he blocky blue doors. 

[Jo not swap keys until you inside the Indoor complex as you need 
key 1 to get inside. Ot^[K^ a door Is open ft will remain open for the rest 
of the ggme. 

ifO NGTi'- enter the G.M. rtKan (using key 3} until you have mllectcd 
ALL the blue money pols and toys. 

Plan your rouleearcfully [using the otaji) sf> as to try to avoid Ltie 
eiYcmleH. 

Vogi’s foeHd lev^el only goes down when the bottom half of him comes 
into contact witli any of his adversaries. So do uni wn-rrv tf his head or 
shoulders ([]i]eh any of the enemies. 

Using the hints abo\'e and tlie rsiap yoi.Y 
should have no diflu’uliy in completing 
this excellent game from HI-TEC. 


MORE ... 
MORE 1®* 
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From the land of Merlin the Wizard comes this solution to 
LANCELOT courtesy of David Gv^nne of Llandudno. As always 
the code is KCIK GIP = KICK PIG. 

E ■ LLIK THGINK - Y ^ OG OT NILREM - N - TIAW - TIAW - TIAW - S - E - 
DAER ■ SKOOe - OG OT RUHTRA - TIAW ■ TIAW - TIAW - TIAW - OG DT 
SURGOL - OG OT ESS6NOYL ■ EKAT DOOW - g - U - ELGNATNU SENUL 

- D - O - WORHT DOOW TA TOLEHP - N - N - LLIK THGINK - Y - N - LLIK 
THGINK - ¥ - N ' EKAT NROH ' WOLS NROH - Nl - OG OT ESUOH - Ml - 
OG OT LEPAHC - Nl - Nl - EKAT HTTOLC -OG OT ESUOH - Nl - OG OT 
N4JQRAT - LLIK N1UQRAT - OG OT TERRUT - Nl - ESOLC SRETTUHS ^ 
LLIK NOLRAG - OG OT SUNUERB - LLIK SUN JERB - EHEVIDEP, WOL- 
LOF EM - OG OT SREIRB ‘THGINK Jl A W^TUC SRElRB.N1 AG A - TUG 
SREIRB - A - N - NAGROM. I ESUFER - TIAW ROF NAGROM ■ TIAW - 
EKAT SSALG - TIAW - Y - W - N ^ Nl AWAG, WOLLOF EM ■ OG OT ENIALE 

- OG OT ENIALE - U - S - EKAT SWOLLIP - YAL - YAL - ESOLC LENAP ‘ 
ESOLC LENAP - ESOLC LENAP - LLIK THGINK - YAL - TIAW - TIAW - 
TIAW - YAL - YAL - N - E - W - W - OG OT DIAMREWI - EVIG SSALG OF 
LESOMAD - THGINK.WAIT,OG OT TNAIG - EKAT PRAH - TIAW -TUO - U - 
U -THGINK,TIAW,TUP WOLLIP REDNU STNA1G DAEH - EKAT KCAS - 
WORHT CILER TA TNAIG - KCOLNU ROOD - THGINK.TIAW.HSUP ROOD 

- HSUP ROOD - HSUP HOOD - A - E - SRQB. WOLLOF EM - OG OT 
LEGATNIT - OG OT RETBAC - TEG Nl THAC - TIAW - TIAW - TIAW - TIAW 
-TIAW - TUO - ENIMAXE ERIE - TUP SLAOC Nl NOROLUAC - EKAT 
NORDLUAC - U - TUP SLAOC NO SLIAS - D - EKAT NORDLUAC - U - TUP 
SLAOC NO SLIAS - SW - OG OT MAPTSIRT - MARTSIHT, YALP PRAH ‘ 
TIAW - OG OT SEHSUe ^ TEG Nl SEHSUB - SROB, 00 OT NOCAEB - 
THGIL NOCAEB - WOLLOF EH - TIAW - TIAW - TIAW - TIAW ^ W - HI - W - 
D - E - KCOLNU ROOD - E ■ KAROHAL, WOLLOF EM - W - SROB - TIAW - 
HSUP TSEHC - HSUP TSEHC - 0 ■ TUO - N - OG OT RONAM - ¥ - SROB - 
TIAW - OLOH LENAP - Nl - DNATS NO SKNALP - TIAW * N - Y - Nl ■ 
KAERB WOBSSORC - EREVIDEP, TIAW - S‘SE-N-N-N-N - SHOB, 
TIAW HOF NROH, NRUT HCN1W - LLUP REVEL - NRUT HCNIW - S - S - N 

- EREVIDEP, EERF ROTCE, NAIRB, LENOIL, HTERAG, SUREHEG - EEHF 
NIAVARGA, SELIDNARB, 5UAHRAM, EKUDILA - TEG Nl EGAC - WOLB 
NROH - W ■ OG OT REVENEUG - TEG Nl TRAC - TIAW - TIAW - TIAW - 
TIAW ■ TIAW - TIAW - TIAW - TIAW ■ TIAW - TIAW - TIAW - TIAW - TIAW - 
TIAW - n AW - OG OT TNUAGAILEM - U- N- N- S- S- W- KOOL Nl 
TSEHC - EKAT SEVOLG, TAH - YAL - YAL - E * D - TUO - W - U - RAEW 
SEVOLG - D - TIAW - TIAW - S - S ‘ D - LESOMAD, I ESUFER - TIAW - 
TIAW - TIAW ‘ TIAW - TIAW - TIAW - TIAW - TIAW - TIAW - TIAW - TIAW - 
SSIK LESOMAD - TUO - TUO - OG OT REVENEUG - LLIK TNUAGAILEM - 
E - W - E - E - EKAT LOOTSTOOF - SSIK REVENEUG - REVENEUG. TIAW, 
ESOLC ROOD, NEPO ROOD - NEPO ROOD - TIH ECNUAVAERGLOC 
THIW LOOTSTOOF ■ YARP - TUO - OG OT THGINK - THGINK, I MA 
TOLECNAL - LLIK THGINK - OG OT LESOMAD - Nl ■ EKAM NGIS FO 
SSORC - Nl - OG OT REHCAERP ‘ EKAM NGIS FO SSORC - Nl - OG OT 
TIMREH - EKAT ECILAMC - OG OT LLEW - EViG ECILAHC OT MIRGLIP ■ 
OG OT TSEROF EDIR - S - N - N - OG TO DAHALAG -D-D - LLIK 
STHGINK - OG OTTAOB - DAHALAG, EKAT DHOWS - OG TO BMOT - 
DAHALAG, EKAT DLEIKS - DAHALAG, NEPO BMOT - LLIK DNEIF - 
EKAM NGIS FO SSORC - OG OT TAOB - TEG Nl TAOB - DAHALAG, OG 
OT ECNANHUT ■ WOLB NROH - DAHALAG OG OT EONANRUT - TIAW - 
TIAW - U - E - DAHALAG, N, N. N, S, S, S, - S, S, S, N, N, N, -TIAW - 
KNIRD DAEM * OG OT TAOB - TEG Nl TAOB - EKAT NROH - DAHALAG, 
OG TO DNAS - TIAW - TIAW - TUO - LLIF PUC, ECILAHC - DAHALAG, 
TIAW, WORHT PUC FO RETAW - WORHT ECILAHC FO HETAW - LLIF 
PUC, ECILAHC - DAHALAG, TIAW, WORHT PUC FO RETAW - WORHT 
ECILAHC FO RETAW - LLIF PUC, ECILAHC - DAHALAG, TIAW, WORHT 
PUC FO RETAW - WORHT ECILAHC FO RETAW - N - LLIF ECILAHC - S - 
LLIF PUC - TEG Nl TAOB * DAHALAG, OG TO YEK - TIAW - U - Nl - 
SROB, TIAW, TIAW, TIAW, WORHT PUC FO RET AW. LA VIC REP, TIAW, 
TIAW, WORHT ECILAHC FO DNAS - DAHALAG, TIAW, WOLB NROH - 

EKAT YEK - KCOLNU ROOD - E - Nl - E - Nl_ES1RPRUS, 

ESiRPflUS UOV EVAH DETELPMOC TOLECNAL_ 

MAGNIFYING GLASS ANYONE? 


The TIPSTER forgot to work out who got this issue’s prize 
so we are giving it to Richard Gore for his Yogi stuff. Drop 
us a line Richard and tell us what E35 of software you 
would like (how about 35 copies of Kingdom?). 

There is a prize this time but it is a mystery since the Post 
Office couldn't manage to deliver this column on time and 
we are smack up against the deadline. Keep sending the 
tips and we promise to sort something out^ 


HOW TO RUN SOUTHEND UNITED 

Leigh £>n-Sea muaL Ltie Tipplti,g and Hinting capital of Llie 
world with Yasser Nabl from the aforcmcnLioried town. Fits tip 
is for FOOTBAJUX- MAJNAOER Which enables 
you to obLaLn an obscene amount of money. 

Obtain a loaji of‘9999MU99999999999999yB99999&999 
9999999999999999999999999999999999999999999999 
9999999 (untl] you hear a beep], then press KtiT'URN. Play 
your llrst match then pay back the loan of£-9-9999999E+17 
(t>''j>e this in corTcct]. Now you should have loadsa dosti. 



CM! Cut it out! 



Well I’ve done everything ttiat I can this issue. I was absoluLe¬ 
ly inundated this issue wiQi letters and maps and I promise 
that all [ leave uuL this issue which I think is good cnoiigli will 
go info the next issue. (Promtseh!) 

fm still waiting for the solution and maps to PRICE OF 
MAJLK, which would complete our Lrilogjf of the TIME 
AND MA.1TK package. (Come on STARFLEEl’ CON^l’KOLLER 
where are the maps 

Enough of this Idle natter. Keehong Ngugen needs help on 
NINhJA commando. He wants to knowr jf there are any 
cheats for lots of lives, skip levels and stuff. Well is tliere? 
iThat's your euet] He also wants to know how to get to level 14 

of SPOOKY CASTLE. 

A letter eonlaining the by now obligatory PLEASE, PLEASE, 
PLEASE tias come from Pauline Jillon fur help on tw^o older 
adventures. In SAN FRANSICO fEARTHQUAKE) she 
has got as far as Inside of the viTeekcd hotel with its burnt out 
sEife and planks nailed to the doors and that Is as far as she 
can get. Jn CURSE OF CROWUEY MANOR she eaii’t 
get past the demon at the numerl.cal Locked door. Ovtt to you. 
Tippers, get those answers rolling in before Pauline goes out of 
her mind. To those who have asked, yes t would like to repeat 
some good old tips from Issues 1 -30 but seeing as Tlie 'flpster 
has only been goiJig Since issue 3S it wO'uld ]>rove difficult. 

Well Unal's about all for this issue. Don't stop sending in the 
letters as the column is only wfiat you make it (remember itiat 
I'm asking questions later onl). Also don't forget that the 
DORDS of time maps are still readily available from the 
address in Ltie last issue, 

STOP PRESS STOP PRESS—STOP PRESS- 

There is a Brownie point on offer to the person who spots the 
ATARI PORTFOLIO in TERMINATOR 2. O.K. not hard but there are 
a zillion points lo the person who can gel me the program and 
hardware used in the film for breaking PIN numbers. (Same address 
as usual, don’t forget to send your credit card and its PIN number so 
that I can experiment). 

Untit next time keep gaming. 

Thf$ is The Tipstef signmg Off . . 

Send your letters and ma;ps and things to: 

THE TIPSTER, 

NEW ATARI USER, 

P.O. BOX 54, 

STAFFORD 

ST16 1 DR * 
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Reviewed by Steven Wilds 


M icropro&e are renowned for Qieir Ltjp quality simula¬ 
tions. the best of which made it to the Atari. 

Conflict, in Vietnam, the last Micraprose garlic fur 
our beloved machine, simulates fl\^e decisive battles of the 
Vletnanii War - from the French defeat at DJen bien Phu In 
1954 to Qliang Tri in 1972, the start of the end of Soiith 
Vietnam. 

As in rnost Microprose games, a ‘quick stnrt‘ option is avaif 
able but extenstve reading of the 110 page manual is a must, it 
contains ample infomialJon on the history^ of the war as well as 
Lhc game itself and makes an enjoyable read, liistructioris arc 
easy to follow and it is not long before you boot up the disk 
ready to go to war. 

Before starting any game you are required to enter an opera¬ 
tional 'day’ code. These arc found inside the manual and serve 
as protection for the game. You can then seleet, one of the five 
games and any variants [each game has variants) and elinose 
the number of players and their sides, game speed, standEird 
military s^Tubol or icon display, joystick or keyboard input and 
play hEilanee which can give one side an advantage over Lhe 
other. Once all choices are made the game Is loaded. 

The map size (game area) varies from game to game and 
controls are very easy to master. First a unit Is selected and 
you then choose one of several commands. Unlike a lot of 
wargames, Coiillict in Vietiiani is not divided into turns and 
phases although it does take time for uniLs to receive and act 
on your orders. 'I’be screen display is quite clear, although the 
occasional Communist unit gets lost in the mountfiinsl and 
sound effects abound, adding to the game’s atmosphere. 


CONFLICT 
IN VIETNAM 

Microprose 
Cassette £11.95 
Disk £14.95 

Disk ver$iori reviewed 


PAGE 6 S lfmit0d num¬ 
ber of the cassette version of 
this game at the special offer 
price of £4.95 {plus usual 
postage shown on our order 
forms}. Use our order form in 
this issue or telephone for 
credit card purchases. 


THE BATTLES 

Prelude - DIEN BIEN PHU (1954); The final battle of 
French Colonial rule. The Communists have the Freiiclt sealed 
inside 8 forts [each named after tficir commanders girlfriends’) 
in the valiey. 'Hie Frencli lost alLtiough thc.T inflic^ted hea\'y 
casualties on their enemy. Ttic game gives you Lhc chance to 
reverse America’s decision NOT to iritcn^cnc and see what US 
air power cnuld have done. -A very good inlrodiiotory battle and 
my first and only victory? 

Into the valley - lA DRANG [1965]: i he First US Air 

Cavaliy^ Division sweeps into la Drang valleyc smashing Com¬ 
munist forces and changing tlic balance of war. A slow starter 
- stnasJi as niany Cotninunist units as possible and get your 
men West FAST? 


The Tide Turns - KHE SANH (1968): North Viet¬ 
namese forces encircle US Marines at Khe Sanh base starting 
a siege lasting 7S days. The battle that shook America and not 
for those witti a weak hcarl? 


EFTipty FishhcKik - CAMBODIA (1970): US and 

South Vietnamese (ARV’N) forces invade the Fishhook region of 
Cambodia searching for the North VLetnartiese Headquarters 
for South Vietnam fCOSVNI. Verj' good stulU 

First Cracks - QUANG TRI (1972): with U5 forces 

pulling out, the Norll] Vietnamese launch a bHtJ^kiieg olTenslve 
against the South, Tlrie invusicn was repulsed but the South’s 
fate is sealed. Huge game area and you have to rely heavily on 
AR\'N forces. 

All in alt Conflict in Vietnam Is a game for both experienced 
and beginner players aliks. tts simple controls make it j<leal for 
those with limited wrargame experience and as always Microp- 
rosc have exeelled themselv^es with the mEinnal, T feeS the game 
has SLEflicieriL depth for ffic more seasoned player. Don’t forget 
to use the 'cheat' opliun to change sides if l.hings get ton badl 
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FOR SALE 


■mE WHOLE KIT: 65XE, 1020 
prinler/ploltEr. disk drive. 

XC12 dala rt»^rdar, |QyStick. 
magazines over £300 worth of 
!!ottwar0. Valued al £625. ^11 Tor 
E3&0Ci.n.O, Prtone St^eva after 6pm 
on <D423> 869127. Buys* fflu&l col¬ 
lect Of pay pcjssage. 

MAGAZINES; PAGE 6 ISSU& 1 10 
34, Alan U^er Vol. 1 Nn'a 1 to 12, 
Vol. 12 No'S 1 to 12. VOI, SWo'a 1 
10 10 (ex 0), Voi. ^ No's 1 lo 3, 
Monilor mafl No'S 1 lo 16 Offers 
10 J.B. Staff, 313 Wigan Lowar 
Road, Slaodish. Wigan, Lancs, 

WN6 6JN 

ANTIC snO ANALOG; ANTIC Vol. 

2 No s 1 10 12 (ax 10), Vol. 3 No's 
1 10 12. Vol. 4 No's 1 to 12. Vol 5 
No's 1 1[J 12. Vdl. 6 NO S 1 and 2 
only. ANALOG No's 3 to 14 (e.K 5, 

6 and 7y Jan 10 dec 94, Jan 10 
Doc Jan to Dec. 3S and Jan 10 
Jun 07 May 04), Oflecs lo JI.B. 
Staff. ai3 W^gan Lower Road, 
StandisTi, 'Wi^an, Lgncg. WN6BJN 

COMPUTE: 23 cO|aHe& Ol Com- 
putel mag Irom Aug 02 to Sep 05, 
16 copies ol Personal Computer 
mag from Jun 04 to Jul 97. Oll'erS 
lo J.B. Slall. 313 Wigan Lower 
Road. Stendish, Wigan^ Lancs. 
WNSeJN 

CASSETTE' INTERFACE: 1310 
Program flecofder in first dass 
condition rximpleia wilh aU leads 
and power suftply unil. 050 inter- 

facB compfaie wnh an csftiea and 

power suppfy unit. Offers td J'.B. 
SlalL 313 Vyigan Lower Roed, 
Standrsh, Wigan, Lancs. 'WN6 0JN 

BOOKS: Mapprog The Alari re¬ 
vised Edition. Compute's pifsl 
Book Of Atari and First Book of 
Atari Graphics, Aiari Basic (tJOdl! 
for the b^^ginrisr). OtferE fo J B 
Sla1f, 313 Wi^n Lower Road, 
Slandish, Wigan. Lancs, WN6 8JW 

520STFM: S23STFM nwusa, joys¬ 
tick, lots Ol Eollware including 
STOS, aU leads, boxed. Wcrlh 
£600 sell for £303. 2 (nvonths dd. 
hardly used. Ring Richard cn ijOSI) 
980 760B after 5pnn or weekends 

SOFTWARE: £000 worth ef Atari 
soltware with 4 j&ystcJ<s, mage 
and books and an amazing FREE 
65ME computer and XC12 datacor- 
der plus Tasce telescope w(th iri- 
pOd and Stuff. filS0 o.r.o. Tel. 
0994 419447 

XL SYSTEM; 0OOXL with 1053 
disk drive, XC12 recorder, 2 1:027 
printers (1 working), loads Of 
ganxes. Computer needs new 
power supply. £163 o n 0 Tel. 
R&mlord 070$ 726540. Ask lor 
Jason 

JCL SI'STEM: fiOOXL with rrasselie 
recerder. Over £203 wprlh of an¬ 
ginal software, joyaticks. all leads 
and manuals. Excellent condiiicn, 
£95. Also Assembler caOndge. £$; 
3 Compute! books Atari Ccllec- 
tions £S each: Rev C &asiC cerj. 
(no lock up). £4; excellent Atari 
Advertlure Programs book. £4. 
Phone Dave cn 031 337 1641 


COMPLETE PACKAGE; 630XL 
wrth Reii. C Basic, 1010 recorder, 
1053 disk drivo, 1323 printer, busi¬ 
ness software inc. Mini Ollice II. 
Heme Filir^ Manager, AtariWriler 
ptus gemes on tape, dish and 
Rorn. 2 joysticks, original packag¬ 
ing. £l90plus postage. Tol 3705 
537117 

XL 5VSTEM; 6CI0XL. 1050 disk 
drive, 1013 daia recorder, all in 
good oondtiion. Over 500 gameS'' 
utilities on disk, cassette and car¬ 
tridge. Magazines Alan User 1935 
1307. New Atan User 45 - 52. 3 
ANTICS and 2 books All manuals 
and leads and a joystick. Will aplii. 
ComplelB system is £200. Pfipne 
Mclan« on (OSI) 051 6642 

PHINTEH: 1027 printer in wCVkiog 
□nder, £25. Also nearly new boxed 
disks, Ingnd's Back and Lancelot, 

£4 each plus DcnKey Kong. Fac- 
man, Ajchon and Basketball. £0 
each. Buyer collects. Phone Mrs 
Alexander 0702 342265 

600 COMPUTER; Atari 000 in ek- 
cellenl candilicn but new surplus to 
requiremanls Also a few games 
cfe. £30 o.r.o. Phone John oven- 
ings-'yw0kends on (0246) 236197 
(Derbyshke) 

300 SYSTEM; 000 wfth 4fik, 910 
disk dnve wilh Axchiver. 350 Inler- 
lace. 130XE and XC12 recorder, 
(Oysticks, all manuals, books and 
100 disks. All sensible offers conai- 
dered. Phene Keith onlMitton 
Keynes) 0900 664206 

XL SYSTEM: 600XL. IQ&O disk 
drive, prinDer iriterface. IDO cepac- 
ity disk bo.x, 2 joysticks, £330 
wonh of software, magazines and 
bocks. Lol wcrlh new £600. sell for 
£160. T-el. 061 432 0361 

Xe SYSTEM; 66XE. 1350 dish 
drive with US CkJUbfer, Xtl2 dala 
recorder, 1027 printer, all leads, 
P3U'S. dust CtWW. jcystick. over 
450 gamea cn dlisk. a lew on cas- 
SQrte. a selection of PD disks, tv/ 
monitor slahd wrlh integral drive 
holder plus a selectinn Of NAU 
mags. £230 o.n.o the lot. Phene 
Leicester (0533) 767511 asK, lor 
Feie. Buyer must collect, ifa hard 
to carry all that on a motorbihe! 

XL SYSTEM: BDOXL, 11550 disk 
drwe, lCt27 pnrfer, 2 joysticks with 
leads and manuals plus software 
Mini OflicB 11, Visi[:alC, Bookkeeper 
with Atari 0X60 in crtginal bexes. 
All for £225 o.H.b. Tol Chopra 
(London) (}$1 S74 6451 (evenings) 

HARDWARE: CX77 Touch Tablel 
wfh AlariArtisL rom. bos and in- 
Slructions plus, Atari Trah-baft. 
Prices negotiable - anything consi- 
dered. Write lo Paul. 17 Spring 
Road, Clifton, Shetford, Beds. 
SG17 5nE 

XL SYSTEM; 9O0XL, 1050 disk 
drive, gamee and utihfi^ all m 
good condition. £lftO c.n.o. Win 
split, disk drive £30. Phone Hmc- 
Wdy (0456) 230O'96 

XL SYSTEM: 0QOXL. 1050 dish 
drive, 1020 colour primer, jcystick. 
as new condition complela with all 
boxes and manuals, Ask dr>ve and 
printer make this a practical sys¬ 
tem tor the programming enthu¬ 
siast. £175. Phono 0604 5'94665 


ROMS: O.C.3. ROMS and manu¬ 
als. £l5oach. Selection o-l boPiiS, 
all in goCjd COhdUlon jCompute'e 1 
$ 2. Machine Language lor Bogm-' 
nars etc.), various prices. Ring 
(0027) 203103 ask lor Keith 

JOYSTICK: Powerplay muHicO- 
lOutod Cruiser [Oystkft.. aulcmatic 
GEn1rir>g, 3-way diroctiorial COnIrol, 
uoiqu'b 3-way power control (Sen 
sitive, Nonnal, Firm). £0.00. Write 
10 Taoek Yin Cheung. 16 High 
Slreet, Grinoethorpe, Barnsley. S. 
Yorkshire S72.7LS 

XE SYSTEM; 130X6, 105P disk 
dnve, XCl£. £130 o.n.o. Tel. Hali¬ 
fax 350642 

XL'XE SYSTEMS: $06XL. fOlO 
tape recorder, £140 worth ol SOtt- 
■wafe. bargain at £7S. 130XE. disk 
drive. £200 worth Ol software. Bar¬ 
gain £116. Phone Exeter (0332) 
213752 

XE SYSTEM; XEdCnwIe, 
keyboard, joystidk, lighlguh, pO'.ver 
pack, TV lead and 4 Hjartridges 
PLUS 65XE computer, powor 
pii£k. TV lead, program recorder 
and tapes. All for £00 b.rv.o. Morri- 
S&d, 466a. Strathrrrarine Road. 
Dundee, DD3 g&U Phone 0332 
025ISS 

UNUSUAL BOOK; Pilgrim in the 
Microworld by 0. Sudhow sublilled 
'Eye, Mind and Ihe Essence of 
Video Skill’. Written by a scCidlogy 
prefe&sor wfid bocanne fascinated 
by 'Breakouf an Ihe Alari VCS. AS 
new, £5 mc. pCSl. Tel. (039 05) 

400 or wnie A. Jfcmas. 2 Tdwn- 
itiead. Ookfonj, Nr. Tiverten, 

Deven EX16 3EW 

3TE SYSTEM; 520STE with up¬ 
grade fe 1 meg. Megalile 60(roeg) 
haid dish, SM1354 Hi-fies monilcr, 
ATONCE 30236 IBM Emulator 
card and software. Ail v.g.c. Will 
aplii. £750 o.n.o. for Whole syslem. 
Wrtle to me al Chria Ford. MuSi- 
com House. Lower Gungtone, 
Bideford. Devon, EX33 2DE O'V 
phone (0237) 477T43 

XL SYSTEM: 0QOXL and 1310 
data recorder, £90; Transdisk tV 
compietd with instructions, £11. 

Tel. 3532 621606 

XE GAMES SYSTEM; 65XE com¬ 
puter video games 4ySti4(n. new in 
box, l^htgun. built ingamre plus 
two canricigBS and lightgun. Bar¬ 
gain, £50. Jean Circuit. 12 Belgra¬ 
via, Long Marten Road, Appieby- 
in-Weslmcrtand. Cumbria CA16 
0XZ. Fhdns 07603 51601 

XE SYSTEM: 65X£ whh XC12 
tape recorder, joysbck and £50 
worth of games. Only £50. Tel. 
■3066 533712 

XE SYSTEM; l3dXE with XC12 
date recorder, leads arid manuals 
in anginal bo^ me. 0D''i- tapas, £53. 
0OOXL on 11 own. £20'. 1027 primer 
with leads and manual in crigirtal 
bojf, £25. 0 assorted cartridges, 
£25. Contacf P. Lister on 0535 
&D02&B ariar 6pm 

MAGAZINE^; Monitor Issues 1 lo 
21. Atari Lfser Vol.1 - 4 tO 12. Val. 
2 - ItO 4 and 6 In 12, Vol. 3 - 1 10 
12. Vol. 4 - 1 to 7, PAGE 6 Issues 
17 to SO ccmpleLe. dferS 10 P, 
Lister on 0535 6CC2B6 after 6pm 


FOR SALE ... WANTED ... PEN PALS 


XE SYSTEM; 130XE, manual. TV 
SWticn box and video cabls. powSf 
supply. Touch Tablet wilh AlariAr- 
cisl softwarig, 1050 disk drive plus 
ever 1 dozen pre-recorded dlS^.S. 
all bexad. bargain Ot only £100. 

Tel, 0200 &7194 

XL SYSTEM: 800XL With 1060 
dish drive, all leads, power sup¬ 
plies and manuals with Oontfonics 
inlerlace and Cheels Mach I joys¬ 
tick. all in origirval boxes. Sdhware 
iiydhjdes Mini Office II. Microsoft 
basic II and Visicaic Also Ar^eri 
BfISIC book and a number ol Alori 
User, PAGE 6 aod New Atari User 
magazines. £100 lf>e let or wHI 
split. Buyer ddiiecls or pays car¬ 
riage. Telephone Syd on 0934 
334B31 

XL SYSTEM; 0OOXL with XC11 
data recorder, little used. PS new. 
still bdned. Atsd loads cf top idass 
software, ell for only £123 o n.o. 
Owner upgraded. Write to me 
please: Richard Harpuf, 4 Cast- 
leredmcnd Esiale. Midlelon, Co 
Cork, Ireland w FAX DID 359 21 
631365 

HARDWARE; 130XE. £40; 1350 
disk drive, £70; 1023 pnrfer, £60 
Of £lS0 d sold complete. All srt 
gaud wWkjrig order. Tel. 001 669 
5040 evenings 

XE SYSTEM; S5XE with XC12, 
loads of games, under a year okJ. 
excellertt condition. £73 o.n.O . 
Phone 0925 493235 ask for Menjit, 
after 4pm. Buyer coWerttS. 

XE SYSTEM: 130XE. 1050 dish 
drive. 1327 printer and some soft¬ 
ware. No splits. Best Otter, pur¬ 
chaser pays postage or collecis if 
nol local. Phone 351 606 9966 

PRINTER: 1027 printer Tor sale, 
needs Slight atlerfion. still boxed, 
£30 o.n.o. Te*. Phill321 441 3064 


DISK DRIVE: 1050 dish tjfive wan¬ 
ted with ell leads efe. PI^SC 
phone 0502 565IH6 ar write Bill 
Pincott, llMylodon Road. Lowes¬ 
toft, Suffolk NR39 4BJ 

PRINTER; Please can anyone sell 
me a printer lor my EtODXL. Must 
he in geed working order. Badly 
needed, reasonable pnee please 
as I sm disabled. Also games on 
dish please. Jesn Circuit, 12. Bel¬ 
gravia, Long Marlon Road, Appfe- 
by-iri-Westmorland. Cumbria CA16 
6XZ or phone 07653 51061 

DISK DRIVE; Wanted in lull walk¬ 
ing order inc. leads. Cash ■watting. 
Also a reasonably priced prirtier. 
Terry Jenkins. 32 Ballam Avenue. 
Sca'Wihdfpe. [>onca3ter.DN5 9DX. 
Phortje 0302 700833 

LISTINGS: Copies bf listings lhat 
can be found in Dr. C. Wacko's 
Mirade Guide to Designing and 
Prcgramming YOuf O'Wn Alan 
Gempufer Arcade Games (only the 
English version). ’Wifite lo A. Bont- 
sema, WibenahfiErd 366. 3736 
ND. Groningien, Holland, (Penpals 
wplcpme toD. casaette) 

MAPPING: Mapping Thu Atari 
nvusl bh in fairly good condition. 

Will pa-y good pncs, Wnie lo Paul 
Hampehira, 12Treelands Walk. 
Odsall Park, Salford 5, Menches- 
ter MS 3FX or phone 9722914 
{afier eprin only plessef) 

SOFTWARE; Sdlb Flight or Stlanl 
Service warned, good price paid. 
Please write to Liam Dillon, 9 
Caannrjora Lawn, Boreenmanna 
Road, Cork, Ireland. PhOrte (321) 
363067 

piSK DRIVE: 1050 dish drive with 
cables, manuals eic. Will ex¬ 
change lor 65XE computer with 
cables. Anyone interested wnte to 
Emiel Mannings, TinnevdldStraai 1, 
6342 HH Oidam . Netherlands 



XL SYSTEM: Required - Atari 
0OOXL compuler and 1050 disk 
drive original manuals. Contact 
(0533) 414330 

DISK DRIVE: Wanted urgently, 
1050 cl*5k drive preferably with I.S. 
Plata or AlSbivar or similar. Will 
pay postage or colleOl. Cash wait¬ 
ing Ash for Martin on 0707 
.373433 

DISK DRIVE: 1053 dish drive wan¬ 
ted. ■fflW pay up to £50 lor a good 
ccmdrlion one wilh ell cables. If any 
games between 10-20 will pay 
£60. Phone MOrad oo RAMSGATE 
576321 

PRINTER; 1W9 primer, must be in 
good condition. Willing 1& pay 
around £69 as well as reasonable 
P&PcxHt. Phone 0205 302464 
after 6.30pm 

DI$iK DRIVE: 1059 disk drive wan¬ 
ted. Tel. Llanalli (3554) 777099 or 
write te D. Herbert, 70 Bryrtawolon, 
Bryn, Uaneiu, 0yfedSAl4 &HA 

M.U.L.E.: Can anybody please 
help me obfain a copy of Ihis either 
on dish or tape Cont^cl Stephen 
gn 06t 494 0S35 arier Tpm 


memory UPGRADE: Plug in 32k 
memory module ter 400. 'Will be 
Interested in 40k elso'. Help with 
insiallation Wrfe lb David Paul. 16 
South Street. Brighton. BN1 1AP 

OLIVETTI; Owners manual ter gn 
Olivetti JP. 101 cr a printer driver 
lhat I can add lb my Punt Shop 
program. Ring (0627) 203103. asX 
for Karth. 

AMATEUR RADIO: Radio prog¬ 
rams for aOOXL RTTy, Mgrse, 
AMTOR, SSTV, fax etc. Tel. 

0554 777099 or Write tb Derrick 
and Shiaran, 70 Erynawblon. Bry*^- 
LlanellL Dyfed. SA14 0FlA 

ADVENTURES; I have started fo 
collect them. I will pay reaspngbte 
prices. Any him sheets as well. 

Last but not least, any 0OOXL pen¬ 
pals from 14-16 (American prater- 
aWy). Write to Clare, 22 Birch Tree 
Drive. Emsworth, Hants PO10 7RT 

KICK OFF; D&es anybody haive a 
copy of Kick Off preferably bri 
dek? Write 10 C Vernon, 26 Brier- 
bank Terrace, Edinburgh, EH 11 
1 SU or phone 1331} 337 7634 


MOREf^ 


ADVtCE... HELP... 
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XL'XE ROM CARTRIDGES I RECONDITIONED HARDWARE 


DISKS 


ALL AT£5 

PACMAN -HEHO’JCJST 
HARDBALL - RGHT NIGHT 
BEAMRIDER' PITFALL 
RESCUE ON FRACTULAS 
STAR RAIDER II - MINER 
204^r- LODE RUNNER 
RALLY SPEEDW-AY 


130XE COMPUTERS £49,95 

KCIS DATA RECORDERS 
FIHED WITH TURBO £40.00 


DATA RECORDER UPGRADE 


COMPLETE K^T£i5 
TURBO-CHARGER FOR KCliTflU) 
LOADS TURBO TAPES 6M‘>i FASTER 


INFILTRATOR 
F-15 STRIKE EAGLE 
HAWK QUEST 
CHE&S MASTER 2000 
PREPP1E 1/2 2 DISK PACK 
ABUSE 

ATARIWRITER PLUS 
VIDEO TITLE PACK 


£12.50 RACING CAR DESTRUCTIOM KIT 
£ 9.95 BOULDEROASHCONSTR. SET 
t 9.95 SILENT SERVICE 
E 8.95 ALT. REALITY (CITY or OONSEON) 
£ 9,95 DROPZONE 
t 9,95 AUTO DUEL 
£12 00 NEVYSROOM 
£15,00 MOVIEMAKER 


£ 9.95 
£ 9.50 
£ 6.00 
£ 9.95 
£ 5.00 
£12.50 
£15,00 
£8,95 


MD3 CENTRONICS PRINTER INTERFACE 
ATARI 850 R3232/CENTRONICS INTERFACE 
POWER PACKS 8MXL'6SXE'150XE 


£36.00 

£40.00 

£15-00 


SHOW SPECIALS 


.SEE US AT AMS 5 STANDS IS, 10. 20 

RECONDiTfONED HA RH WARE 
lim fmh fmvTA / imumiimm PRiyjERS; 

At GAMES COMrtTtfiS 

DISK <mKAH HAfiS: 

m TOP GAMES DISKS fA.\T.liT/C VALUE 
AT a a A BAG! 

TOSS OE SPARES, P<B’? ASD POX DAMAGED 
SOETWAKE AT CRAZY PRICES 

EVERY tS YOL Sl'ENIJ A I J HK STAND Gin S A 
TICKET FOR OIR 1050 DISK DRIVE PRIZE DRAW 

AVOID OUELINt: - ORDER YOl H ADVANCE NH<JW 
TICKETS WITH YOLR NEXT ORDER £LlMl EACH 


DUAL FORMAT TAPES AT E4,50 

Side A standard - Side B Turbo load time shown in seconds 
TITAN (106) - TOMAHAWK (129) - NINJA COMMANDO (87) 
DRACONUS (110) - CAVERNIA (75) - THUNDERFOX (106) 

COMfNG SOON - MlSStON SHARK * FRED - SCARY SCHOOL 

TURBO FORMAT ONLY AT £4-50 

GAUNTLET (259) - ACE OF ACES (247) - HAWKQUEST (106) 



ELECTRONIC COMPUTER PROJECTS 

£ 9.95 

ALL ITEMS OFFERED ON A FIRST COME BASIS, 


HACKER BOOK 

£ 6-59 

SO PHONE TO RESERVE AND RECEIVE QUOTE 


DE RE ATARI 

£10,95 

FOR POST, PAG KING ON YOUR TOTAL ORDER 


DOS 2-5 DISK-MAHU AL 

£ S.D9 

PLEASE ALLOW UP TO 21 DAYS FOR DELIVERY 


DEREK FERN 353 5730 

or rAX fQ|- further details 021 352 1669 


contact extra... contact extra... 


WANTED 


^GQG GAMES: Wanted Atari 26QQ 
sames In ficxxl (Worhlnjj ofUtff by 6 
year old e*ntbuaiaat. TaL DG^7 
24Q$5 ([>et.-qn) 

DISILLUSIONED; Diailluaionad 
wlh vwr STEM 1 setup^? Oo 
you ragrat disposing oF your truBty 
fi-bil syalefn new? All is not lost as 
1 will Swap rily SOCD^L. 1050 disk 
drive witFi US Doubler chips and a 
data recorct&r. Piemy ol commar 
cial and PD BoFlware on disk and 
ca^tjlte. msgaaines and ratergncd 
books ale. Will dalivar witFiin 
reason. Do drop a l^d td Charles 
Smith. 93 Preachars Lana- ET. 
Ebbes. O.nlordOXI 1RT 

DISK DRIVE: Cheap 1050 re¬ 
quired, rtiua lJ& lO good condiiion 
with power pack and leads. ( would 
also consider a 010 drivQ modilied 
dr untnodifiad. OdFers up to £'40 
WilFiout DOS &.5. £4$ vjilh 00-S 
£.5 and manual. Wrila Cd Matihew 
Pemberton. Flat 1, £0 Lickless 
Gardens. Horslddb, Loads LStB 
50LI or leave a message on 
(0532) 5S1063 

PAGES: PAGE Smagazinea 1 to 
20 a.nd 22 to 30 and 32 to 36. I will 
pay lor postage, otfars only.. Ring 
Anihony qn (Kl) 246 T'OSQ afler 
6prn 


LEADERBOARD: hLas anybody 
gdl a copy d1 Laadarboard golF 
or.'and MaBtergoH on lape? L bave 
searched tor ibese tor 2 years. 
Good price paid or swap other 
games, i would be lorever gnaieiur. 
M. Farrar. 31 Marlowe Drive. 
Whileoross, Hereford HR4 1}JL 

SOFTWARE: NATO Commander 
on cassette and FS2 on Rom bolh 
lof XL. Musi have manuals. P&P 
paid, C. O'Dell to Cornaig Road. 
Pollock. Glasgow G53 SAW 

MANUALS: F^anuala lor SOOXL. 
iQSd disk drive, DOS a.StJ.tJ. Will 
pay postage Also warbled Mapping 
The Atari (Ravisad edtbon). Pay 
cash cj swap ior Spectrum garnes 
Also any B-bd conlactE. Tal. 0721 
20063 

PRINTER: 10^9 prmtar required In 
good working order. Ring Neil in 
Ihe evening on Q3D4. 372909 

TURBO BASIC: Wanted on cas- 
selte Will pay tor lapo and post 
age. Ring Anthony on (061) 24B 
7093 arier 6pnn 


PENPALS/HELP 


WANTED!!: Someone to prim 
newsiotlftfs lor user group. Any 
Fualpera? Coma on, keep 1he 6-bit 
alive Phone Roiwd &o 0039 
633040 


PENPALS: I would like to hear 
Iroifi any 65XE owners willing to 
swap games and lips. I have £5 
games and my Favourite is Mad 
Ja«. Please contaci Anihony Gra¬ 
ham. 1 79A Wimbledon Park Road. 
Soulhlields, LofTdon SW1B 5RH 


N.O.S.A.U.G.: North oF SooHand 
Atari user Group. This new Atari 
B-brI users group invites anyone 
From the North of Scculand to pin 
and see |usl how stf'Cng the Alan 
XL'XE still ia. Regular meelings in 
Aberdeen. newsteUers. inps to 
shows etc. Inleresled? Call Stuarl 
on (0353} 45744 lor details. Long 
live the Atari 8-bit! 


IRISH PENPAL: Hi!. I have an 
iogXL and XC 12 dale cassetle 
and piles oF gamas. Anyone in¬ 
terested in swapp4ng games and 
Lips, pi^se write 10 me. I would 
love to hear Irom you. Write to 
Kieran Fanning. Scurlogue 
Grange-Con, Co. Wicklow, Repuh- 
llo oF Ireland 


COmTaCt; 1 would like t.o hear 
From any B-bil (disk users mainly) 
users OUl there on ihis small 
planet! To swap hinis, lips, games 
etc. (overseas please write*|i. Also 
is Ihera a “V'ogi' out there? Write or 
phone Paul. 12 Treelands Walk. 
Od&all Park, saliord 5. Mand-ies- 
ter Fyl5 3FX cr phone 061 372 
2014 alter 6pm only pJea&e. 


PEHPAL3: 34 year old 6-hit user 
seeks contact with other Atari eri 
Ihusiasis anywhere. Help wilh 
programming given wiiimgly and 
also gratefully received! All letters 
answered Please wnie to Ann 
O'Driscoll, 9 Maywood Drive, 
Raheny, Dublin 5, Ireland 

PENPALS: Contact with 6-bitters, i 
have BOOXL. lOSO disk drive wilh 
Doubler and IO 1 D. All letters 
answered. Also desperaie-iy wan- 
led - programs similar to Super 
Chopper Wrrte I 0 John Liever. 135 
Rosehill Court. Sahtxd, M6 5JW 

PENPALS: I just bought a 1050 
end want to discover its capahii- 
hes sd I'm looking tor any boyigifl 
that wants to write to me and 
switch games an adventures, 
scrollers etc. Cassettes welcome 
too^ Arnold Bontsema. WiberHahe- 
erd 366. 9736 MD Groningen. 
Holland 


DIZZY: I am looking for one pi the 
DiJtzy games by Cotfetnagters 
(prelerahly Fantasy World Dizzyf. I 
have ashed the makers but ihey 
den t sell it any mere. Merlin Burt. 
16 Claudius Close, castle Park. 
Doncaster. Dorset, DTI 2RN. Tel. 
(03£i5) £672IB 

PENPAL: Someone to swap 
games f'diskf also wanted Alter 
nate Reality fboth) end any war- 
^mc Will pay or OKChange with 
other games (got over 150}. write 
to Eico Luyendujk, Kanaaiweg t4. 
2673 LX De Liar, Holland 

HELP: To any XE owner out there 
who can program machine code 
and Is Willing to teach a beginner 
who has only owned a 130XE lor 6 
mooDTS PiMse contaci Derek WJ- 
sen, 33 Banbury Hoad, North Ken- 
lon. Newcastie-Uoon-Tyne, nE3 
3SP 


CONTACT is FREE of cbarifo end moy he used by 
any genuLae Atari tothusiast for contacting other 
owners. Any notice may be included except those 
offerlog soft'ware only for sale or exchange or those 
offering items for sale commeielidly. The Editor 
leserres the right to oorit any notice received at 
his discresion. 

Send yonr CONTACT notice to CONTACT, PAGE 
P.O. Box 54, Stafford, ST 16 IDR. Please write your 
notice on a separate sheet 'Of paper, not as part of 
a letter. 


FOR SALE... WANTED ... PEN PALS ... ADVICE ... HELP ... 
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U/XEPtOGIiAMMING 



A string is a collecLLoii of keyboard characters - letters, 

numbers, pitnctnation marks, etc. - enclosed by quola- 
lion marks. The computer can measure the lengQj ol a 
string or work out the value of any mimhers in it. It can also 
join two or more strings together end-to-end or split one up 
and look at its particular elements. In facL, strings can be used 
In a number of ways and in all .sor1.s of programs once you get 
the hang of a few basic eoneepts. Tlie aim of this article is tn 
help you along ttic way. A fbwr Simple program listings are 
included to illustralc Lhe points as they are introduced, 

SETTING UP A STRING AND 
PUTTING INFORMATION INTO IT 

'I'he DIM statement is used to act up apace in the computer's 
memory for a string variable. This takes the form DIM AS(n) 
where A$ is the name of the string and n is the number of 
characters in it. The name you give the string must end with a 
dollar sign. Ttiis Ids the computer ktiow that It's dealing with a 
string variable and not a numeric variable. 

We can pul information into the string in a number of ways;- 
by using INPUT, by READIng 1>A'[’A into it or just by saying 
AS="somethlng". We can also specify where the iniormation is 
to go in the string. For instance, A$[ 1,5)='ATARI"' says the first 
,5 spaces in our string arc to be filled witti ttie letters ATAI^I, 
while A$(10)='V';omputcrs’' tells Lhe computer to put this wnrd 
in the string, starting at Qie 10th space. If there was some¬ 
thing there already it would get oveiwltten. Also, it doesn't 
matter that wc didn't start with 6. which was the next free 
space, how'ever if our DIMenstoned length was less IhEiii 10 we 
would get an error message here. 


Ann O'Driscoll shows you 
how to get alon^ with 
strings and proves they*re 
not difficult to understand 
- when you know how! 

COMPARING STRINGS 

The computer compares strings by looking at the ASCU codes 
of the characters in Ltiem. If we say A$<I3S ft means the ASCII 
code in Aifc comes before Uiat of B$; Hi$>A$ means the oppo¬ 
site. The computer will only move on to compare the second 
elemcnls (if any] tn the strings if the first characters are the 
sEime. Tills can throw up some funny results; If we have Aff5="3'' 
and B$="17" we get A$>B$ because only tile 3 and the L are 
compared, 

Lifting 1 is a simple "telephone list" which Illustrates how 
strings are compared: LINE 130 asks you to Input a name 
which is then held in the string SEAHCt-l$. The computer 
reads names and phone numbers In pairs from the DATA in 
LINE 190. Each name Is compared ulrh the one being sear¬ 
ched for (LINE 140). If they match the associated phone num¬ 
ber is put up on the screen (LINE 170) oLlierwise you are told 
dial the name is not in the data (LINE 160). 

If you want to adapt this listing by putting in 'real' names and 
phone numbers, you may need to change the coijnter for the 
loop 1n LINE 140. Tliis is currently set at 3 because there are 3 
pairs of names and numbers. 





nil IHO RFM MgM.fJ hI 1 !f-1 ’I J 


TD 70n WF« ■■ Ai-1 AdrirBelH:!JniH 

J,«2 REM 


MC ZiO DIM WORDStl53.ASIISJ 

NL lia &IH NAMES ..PHONED (JLS] ^SEaRCH$ Cl 


KR 215 GRAPtllCS BiROSITXON S,S!? "AMAGBAM 

03 


^‘tPOSITION 5,10C? "INPUT MORD TW BE 5 

UO 120 GitAPHZCS 0:P0SXTi:0N 2,2 1? ^'PHONE H I 


CRAMBLED:":POSITION 5,12 

ttMDER5^'^] POSITION 2j4;? "INPUT NAME TD 


XA ZZ0 INPUT UORD$ 

SEARCH FOR*' 


PK 230 FOR N=LENCWDRD?I TO 1 5TEP -1 

HN 130 INPUT SEARCH^ 


AI £40 A~XHTCBHDCOTNNl+1 

tM 140 RESTORE l^SifOR lt=l Tft XlREAD NAME 


NJ £50 A£ eLENCA53+13 =WORD^fA,. A> 

S,PHOHE0!ZF NAME$=SEARCH$ THEN POP :GO 


VH 260 IF AOl THEN B$-M0RDS Cl * A-13 

TO 170 


SF 265 IF A-1 AND 0<>LENCWORD£3 THEN 

HZ ISO NEKT M 


ORD5CA+13;GOTO 200 

MO ISO POSITION Z>iei? SEARCH^;" isn't in 


UG Z70 IF A=LEN(M0RD$1 THEN 2*0 

the data list^^rENP 


KB 275 0$CLENCB$3+1}^MORD^fA+ll 

XH 170 POSITION 2^10:? SEARCtl4j"'5 phone 


GF 260 :HEKT H 

nuMbor is ; PHDHE$ ! END 


DI Z^O POSITION 5,16!? "THE SCRAMBLED HER 

Ul iSO RATA PAGE S,07a5“21SS2B,JOHN*123-4 


SION XS"±POSiriON A^^END 

1 Listing I 


Listing 2 




I 
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MEASURING STRINGS 
AND JOINING THEM TOGETHER 

The lime (ion LEN ussed to find the length of a string. PRINT 
LKN(A$) will always give ns the cuirent or aeLnal siring length 
rather thaji the DlMensioned length, LEN is also used to add 
strings. If we have 2 strings, A$ and ]B$. we Join tliern together 
by saying A$(LEN[AS)+1J=B$ whieh tells the computer to start 
B$ at the next free place (existing length plus 1) in A$. Yon can 
also put the joined tip version in another string. If you want to 
keep tlie original strings Intact - this is done in Listing 3, In 
either case^ the strings are simply glued together but the 
contents are not changed. For Instance, if A$="l" and 
(he result of adding B$ to Alt will he 12, not 3. 

LLsCing 2 makes use ol' LEN and string joining to build an 
anagram from a word which is input in Id ME 220 and stored in 


F>F 

OU 

H& 

VF 

FV 


SG 


IB 

QU 

ys 

JC 

RCl 

CU 

cz 

C4 

RO 

OK 

OB 


3BO R£M 
302 REK 


LI5TIHG 3 


d Ji lWH 4i\4 IkM 


340 OIM C603 > 0 $ Cia> ^ HO (J.09 , Ce03 

3±5 TS = "THE TERT 151 THE C*T 5Af Oft TH 
E MftT" 


320 CRAPMIC5 e:R05XTIOH 2,2;? "HOftl> 5M 

0P5» ; POSrriOlf 2>6s? TS 

322 POSXTIDK 2^18 1? "THPUT OLD 140RO: 

;;XHPUT Of; IF THEH 322 

324 POSITION 2,12:? '^IHPUT HEH MORB: 

INPUT HSSTF kS-"" THEN 324 
320 5f=TS:C=e 

33a POSITION 2,i4s? '^Press a kty to re 

Pl^ce^ “jOfi” with "jMS 

33S IF PEEKCT'O#! =255 THEN 333 

34B C-C + 1:IF OLEH CTS3-LEN tOfJ+1 THEN 


398 

358 IF Tf (Cj C*LEB coil-IJOOS THEM 34B 
388 5fCCl=Nf:IF LENCTfJ <C+LENCDf] THEN 
3/0 

365 5f CLEHC5$l+4.»=T£CC + LENC0f»] 

378 TS-5$ 

388 GOTO 340 

398 POSITION 2,20;? If:POKE 754,25B:EH 

Listina 3 


a string called WORDS- I tie program picks letters randtrmly 
from WORD$ (LKMES 2;^0’240) and puts tJiem one by one into 
the string A$ which gradually builds up into the anagram 
(LINE 250), Another string, B$- is made from the remaining 
letters in WORD$ i.e, the letters before the one that was Just 
picked (LINE 260) plus the letters alter the one that wvTS Just 
picked (LINE 27,5). LINES 265 and 270 cover the cases where 
the first or last, letters In WORDS are picked, as there's nothing 
before or after the random letter to be added on in these 
Situations. WOR[J$ Is then set equal to D$ and the process 
continues until all the letters have been taken out. As W^ORDS 
loses a cliaracter on each round of the loop, the upper limit for 
the random number is reduced bv 1 af each cycle (LINES 
230-240). 

This listing could form the basis for a word ganie, For inst¬ 
ance. you could hold a few words in a DATA statement, get the 
computer to READ each one. go through the scrambling 
routine showTi here, print the anagram on the screen and then 
ask someone to guess the original word. 

Listing 3 Is a small illustration of how^ sti'ings could be used 
in a text editor type program, just by using the concepts 
introduced so far. The idea is we have a sentence stored in "T$'' 
and we want to replace a word or letter which we Input in "0$" 
with another word/letter wliieh wc input in ''N$". Line 340 
counts up from 1 to the last place in T$ where the w^ord to be 
replaced can begin (this depends on the length of 0$) and 
searches each area of text to see if OS is there (LINE 350). I’he 
swapping is done in LINES 360-365 using a temporary string 
called S$; this is needed in ease the new and old words arc not 
the same length. LINE 360 slots the newf w'ord Into vS$ begin¬ 
ning where the old word started; LINE 365 adds the remaining 
original text (from the end of Ltic old word onwards) on to this. 
The IF statement In LINE 360 ensuneEs that words replaced at 
the end of the text will not be added back on. A practical 
example of where this type of routine could be used w^onld he 
to replace a wrong spelling (n a block of text. 

continued 


I5TIHG 4 


IR 488 REM 

88 482 REH 

UM 418 MN R$C83 

P8 428 GRAPHIC8:P851TIOH Z,2:? "BATE CH 
ECK^'i? J? “INPUT BATE IN FARHAT BBMMVV 
■':PD5ITIDN 2,6 

AM 438 INPUT D$ 

OU 448 IF LEHtB^^Ob THEH 498 

ON 458 FOR M=:l TO LEHtB^iflF A5C CB$ CN} 3 <4 
8 OR A5CCBSCN31>67 THEN POP :GOTO 49B 

IE 458 NEKT N 

HP 478 IF VALCBf11,213-8 OR UALGD$Cl,233> 
31 THEH 498 

UJ 472 IF 8ALf8$Cl,211>Z9 AND yALGl3$C3,43 
3=2 THEH 490 

KI 474 IF 8AL (8$ (1,211=31 ANB CVALCI>$C3,4 
33=4 OR UALCB9433=6 DR UALCB£(3p4ll 
=9 DR UAL(0^(3^431=111 THEN 498 

ON 478 IF UAL13,433=8 OR UAU,433> 
12 THEN 490 

SB 478 IF VALrB£41p2>3=29 AHB UALCB$t3,43 
3=2 ANB CUAL CI>$ CS, 63 3 743 OlHT eVAL (85 C8 
,613743 THEH 498 

RG 4BB ? j? :? ”DK - uou c^ti continue.,.^' 

; END 

LG 498 ? :? "Not dcceptrd! try #y 4 in“:GOT 


B 438 
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EXAMINING STRINGS 
- USING ASC, VAL AND CHR$ 

Wtr ust’ the function VAL to fJcL tfie value of numbers in a 
string. On its oum, VAI, wall look at the leaiiing digits only. For 
example, If yoti have a string DS="3 March tlien PRINT 

VAUL>$) \vi\] return the number 3. We ran also direct It to pick 
out a number or sequence of aitimhers within the string: for 
Instanre, PRINT VAUD$19 J2)) \v\\] return the vaiue 1991. 

It is a good idea to check that your string contains numbers 
before using VAL. becaiise you get an error message if the first 
rharaeter is not a number. The function ASC is useful here; 
This gives us the ASCII code of a eliaracter 1n Ihe string so we 
ean check If the rode trturesponds to a niimbcr (i.e. within the 
48 - 57 range). 

Listing 4 shows how LFN, VAt. aiid ASC arc used to check 
that a date is input in a paiUcnlar fomiatr LINE 440 cheeks 
that it's the riglit length tt> charaeters), LINES 450 4G0 make 
svme (hat all the characters are numbers and LINES 470-478 
check the various day/month coiiibinatiq,ns:- For example. 

LINE 78 will not accept 29 Februaiy^ |DS(1.2}=29 and 
D$(3 h 4)-2) unless its a leap year (no remainder wVicn you 
divide DS(5.6) by 4). If D$ is not acceptable the program Is 
directed to LINE 490. where you are asked to tr\'- again. 

Tlie CHR$ function is the reverse of ASC and gives ns the 
string character for an ASCII rode. For example, the ASCII 
code for the letter A is GS; 1f w^e say PRINT CIIR^f^S) wc get ’’A" 
as (he result. 

ASC and CHRS are often used to disguise the eharacLcrs in a 
string - you might do this to make DATA In a quix or adventure 
game hai^l to read. A simple way W’ould be to add a fixed 
number to tire ASCII of each character [so that A becomes I>, B 
becomes K, etc^.] 

Listing 5 uses ASC and CHR$ to make a code program: A 
codeword is held in CO$ (LIN?: 515). You are asked to input a 
nies.sage [LINE- 516) wlllch is held in VI$. Ttie ASC of the first 
letter cjf the code is added to the ASC ol the first letter of the 
message; this is kept within the range of the alphabet |by 
subtracting 26 If the ASClIl txHie is al>ove 90, the value for Z 
(LINE 510)1 and turned baek into a letter using CHR$. The 
result Is stored in the siring SI'S. The process is repeated until 
all the letters in the message are goire through; the program 
goes bac'k lo the start of tlie codeword each time the code 
letters are used up (LINE 520). Only capital letters are coded: 
everylhing else - numbers, symbols, spaces, are left alone. 
[LINE 530) 

The second half of the listing dues the decoding: This is just 
the rewerse process lo ibe above, with the decoded string 
stored In i:)E$. A routine euuld be put in here (after LINE 555) 
W'hich would only decode once the ron-ect codeword was 
entered- 

IDENTIFYING DIFFERENT 
PARTS OF A STRING 

When you use a big string to .store separate items of Informa¬ 
tion. you need to ba\x a way of knowing where each element or 
substring is. 'fhe easiest way of doing this is to reserve a Rxed 
amount of space for each componenL Such a string is set up 
by [>[M AS [number’* length) where nuinber=the number of 
separate entries and length = line ILxed space being allocated to 
each one. yVnother meihod involves storing the substrings 
' nose to tail", and using a 2 dimension a) numeric array to 
point to the start and end of each element. Listing 6 sto-res 3 
names 1n a siring t:alled PET1$ using Ihe Rxed length method; 
the saine infoniialioii is stored end-to-end in PETiS. ITic 2 


uv REH I 

DM sez REH I 

LK 5±e OIM COStlflJ,MSC503(501 
MF 515 C0S="P(IGE6"J *1 = 01 

FX SIS CaflPHICS O; POSITION 2>Z;7 '^CODES''! 
POSITION Z.4:? "INPUT MESSAGE TO BE 00 
OED POSITION 2,6! INPUT MS 
HU 520 ll = N + i:lF H>LEH(CD^1 tH£lll N=1 
JP 5?5 H=H+ltXF K>LEN(M51 THEN 555 

PC 530 IF m$ck,ki<"A" on «5 (k,kj>"Z*' then 

STS(LEN(STSI+1JHI ;GOTO 525 
OT 515 S = fiSC(MS CHIJTflSCtC0$(Nil 
WE 540 IF S>90 THEN S=S-Z6^G0TO 540 
tfG 545 5T5tLENT5TSl+ll=CHN5<S) 

OE 550 GOTO 520 

JI 555 POSITION S,i9:? STS 

CG 560 POKE 764^255;POSITION 2jl4;7 "Pres 
5 any key to dec ode":N=0 eH=0 
05 565 IF PEEKC764>=255 THEM 565 
IE 578 H = H + J.:1F H>LENCCD51 THEN H = 1 
CJ 572 K=K+i:TF K>LEMt5TS> THEM S92 
OK 575 IE 5T5 cH,H 1 ("fl" OR 5T5(K,K1>"Z" III 
EM OESCLENtOESl+15=STSCK,HISGOTO S72 
Qkl 500 S = ASCeST5 CK5 1-ASC (COSIHJI 
OP 582 IF S<65 THEN 5=5+25;G0T0 562 
HO 585 DE5tlEMCOES5+11-CHR5tSJ 
PI S07 GOTO 570 

ON 5?2 POSITION 3jl0:+ fcES:P0KE 754,2SS:E 

K0 Listing 5 



strings are piinLed on screen in LINES 660-672- 
Taking F*ET1$ lirst, each af (be 3 substrings has to get 8 
space.s because this Is the .sixe of our largest element (LINE 
610). LINE 615 l>lanks on I all die spaces in the string and the 
DATA is put into Ihe string in LIN?: 620. The nth element, in a 
fixed length string will start at L*ln 1)+1 w^here L Is the allo¬ 
cated length: in this case the subsirings stall at F?:^!' ! S( J), 
PET1$(9) and PET1.S117). 

PET2$ only has to be as loJig as the combined length of its 
substrings - 3+3+8 in this ease. LINE 610 sets np a 2 dimen¬ 
sional numeric array, P, w1(h 3 elements in one direction |0, I 
and 2] Ibr the tiumber of names and 2 elements in miother 
direction (0 and 11 to hold 2 pieces of inforriiation about each 
name;- For the nth substring, P(n,0) will hold its tlie starring 
location and f=(n, l,| wall hold Its finishing point In the string. 
LINES 630 6,'>0 Rll rET2$ and calculate the figures for ihe 
array at each step. 
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QUICKIE 

A LITTLE 

DEKfO 


Here ia another nice liltie intro sctclti that you mii^ht, like tn 
add to the beginning of your programs to brlght.en them up 
and start, thing;? off Jn, style. 

Il’s caay to use, just type in the program as it is listed and run 
its If you wish to have a Binary Ijoad version of this file then do 
the following; 

1, Ijoad anti Run the program 

2. Press Rf;strr to get back to BASIC 

S. I^ad DOS 

4. Select. K - Binary Sai^'e 

5. Type in; SD.EXH:,Oti00,aB77,.O6OO 

6. Tfie lile will then be saved on the disk as vSD,EXE and 
can now be run with the DOS option L. 

Yon could probably change this into an AUTORUN.SYS file so 
that your favourite disks can boot up with a bit more panache? 



by Sue Donym 


ADAPTING THE LISTINGS 

A few suggestions have already been given of how some of the 
listings showTi here could be developed. The last program. 
Listing 7, which sho^vs how^ you can use the command GET to 
Input things without them showing up on the screen, niiglit be 
useful here. A password i.s held in the string PASSS (LINE 
710). Each letter you input is added to the stringTRV$ (LINE 
740); tlie two strings are compared wlicn you hit RETUJBJM 
(KEY=15fj) or %vhen TEtY$ Is full (LINE 780). If you are wrong 
TRYS is emptied n'liYS='"' in LINE 768] and you get a second 
chance. 

I hope that this article has guided you along the way to 
creating your own programs using strings and has shed light 
on some areas that you may not hav^e understood. So, give It 
lry^ Maybe you could Incorporate tlic Lry^ again und sec:]-et 
input routines in an anagram or code program using the 
listings here as a starting point? 


LL 5 TIWG 7 iSECRET INPUT 


av riEH 

LU 7i0 l>IM tHJl ^TR¥« £103 : PflS5Si:”STIll 

IIC5” 

PM ?15 CLOSE tlllOPEH 111 j 4,6 ^ : GDU1IT=Q 

JM 7Ze GRAPHICS 0 ' OOSITIOH 2^2:? ^^PASSUOR 
OS":? ;? "Input the password and press 
RETURN:":? 

NU 7?S C0UHT-C0UNT41 

ME 7S0 GET Bl^KEYilF KE¥ = 155 DR LEilCTRV$3 
=10 THEN 7S0 

PM rRY$ CLEN CTRY$3+13 =:CMR$: CKEVI 

PL 750 GOTO 730 

JR 7^9 tr TRYi^PASS:^ TH|£N ? "Dtf? vob can 
run the progran ,,*'^:EttO 

VG 7S5 If couMT<2 THEN 7 "Hrong - aga 

in";TRY$="":GOTO 7Z5 

KR 790 ? denied!": END . , _ 

Listing 7 


Tutorial Time 

continued 

other, but it will not run as a continuous Itiop because there is 
no way to get back to the beginning of the tape aulomatically ■ 
you have to select rewind manually and Llicn run again. 


DATA COMPRESSION 

Ot course one way of improving the speed of data load and 
save Is to reduce the amount of data that has to be transfer¬ 
red. I’hls could be done using a data compression aubn>iitine. 

I have not yet explored the mysteries of data compression 
algorithms though ] have used them on a PC. 1 gitcss that the 
problem i.s that the data contpi'esslon pr(X:ess must be veiy^ 
last or it will use up just as much time as slow data Iransler, 
and tfial probably means that it will have to l>e written in 
machine code, I must kitjk into it - ran any of you give me 
some advice on this subject? 

I 

/ LCEli Jinish ojf with mp q[fer o/ assrslunce on Sustc 

programming moifers,' pirase send a sfurttp jdr a reply, and be 
putieni - I cannot nbnaijs reply quickiy^ injacl U sometirtlics 
lakes soccral uieeks riopffndrng on the backlog and the (unt- / 
com spare. 1/ you luunt lo sortd a dLsk / teiJ'i! .sorid ft hack with a 
copjy of the sikteshOLc program and a set of exampie graphics 
f.som^ no tryTesJ'or (hfs os ii mouid take too Eong fo copy a sffno.s 
of graphics onto (apef. Mg address is: 

Ian Fintayson,60 Roundstone Crescents 
East Preston^ West Sussex, BN 16 IDQ 
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ij]k Disk Fctnnatter was created so that you can foniiat 
as mariy^ or as few, disks as you require quickly autl 
easily. Usually you ha%^e to use DOS to fonnal your 
disks, which can take forever with its multiple questions. With 
BDF all you havie to do is answer one simple sel of prompts at 
ttie very start of the pro^^aiii and then .just follow the on¬ 
screen Instnictioins. 

PUTTING IT TO USE 

Type in BDF usinfi lYf'O 3, and then save a copy to an 
already formatted DOS disk. I recommend using DOS 2,5, and 
write-protect it. Iliis is now your Master Copy and you should 
keep it In a safe plat^e. 

The program itself is self explanatory and \%1th its on-sereen 
prompts you should have no problems getting to grips with LI. 
However you may like to know it supports drives 1 through 4, 
Just like DOS 2.5 and will format auLomatlcally in Enliaiiced 
Density on a 1050 drive and Single EJenslty^ on an SIO. I must 
point out tliat DDF will not write D05,SYS or DUP.SYS files to 
I he disk after formatting it, you will still have tc use DOS 
optioTi H to do this! 

SAVING A LOT OF TIME 

1‘he reason I wrote BI3F is because DOS always used to take 
me so lung wlten formatting disks, I usually buy disks 1 ]t 
quanbly and therefore to cut the time needed tu format them 
all, I need something that is fast and effieieriL, and up to n{jw 
BDF has been just (inc. 

As tlie program stands it does have room for improverriciiL I 
have left it like Qiis deliberately my that you can modily the 
program t{> suit your own requirements, how^ever you may 
have In rcnuTiiber the program. Incidentally this program Is 
'Hirbo Basic compatible, although you will not notice an In¬ 
crease in its speed, 

IMPROVEMENTS 

Here are a couple idea?? for improving the main program. 
Write a routine to let you toggle between single and enhanced 
density, cr even upgrade the program so that it recognises 
double density. 

Make BDF wnlte I JOS, SYS and maybe ev'cn DU P, SYS to your 
disks after formatting tliem. 

Doth of the above are relatively simple, but I’m sure you can 
think of loads more to play around wiLli, If you do make any 
improv^ements 1 would love to see them. 



by Paul Hollins 
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IB 320 jtr DftlVE5Cl THEM M^E 5 = 4 £ P0$1 TIDH 

■■□"iciiTfi 120 

Vttf JSO IF 0RIlPE5 = l THEM GOTO ilO 
*T T*# IF &BIVES-2 THEM POSITIOM " 

0''tGOTO 120 

DK 350 IF DntVES-S THEN POSITION " 

0":GOTfl izo 

GB SB* JF *RIUE5=4 THEN POSITION SB.*{^ " 
□■■:G0T0 120 

5T J70 t!EH »* HOH MfiHV BISKS 
H¥ 3e* GRAPHICS 0:GOSUB 1220 
SU 390 IF DRIME5=1 THEN I>rSKS = ‘'Dl -'f 
TU 40B IF PRIUES = 2 THEN DI5K$ = "*2 ; ■■ 

*1* IF DRIUES = 3 THEN DISK^=**0J j 
KM 420 IF ORIVES--! THEN 1>XSK^=:"B4 :'■ 

FQ 430 7 r? i? i? ■■ HON MflNV BISKS TO FO 
RMRT >[!]■■ 

5D 440 7 f? !? ■? j? j-T 19 u ^ 

"*' ' 1 ^*:? ’*jl PLEA 

Se TYPE THE MtlHOER OF BISKS | 

PV 450 7 "t TO FORMAT AND PRESS rjUirPTl 
I"!? "I OR PRESS gas T® RETyftN TO 

MENU I" 

OA 4B* 7 ■■■ 

.> -p 

MV 470 POKE 754,25S 
JU 400 IF PEEKC7G4]THEN 400 
RP 49® IF PEEK (7645=20 THEN RUN 
Kft 500 IF PEEK (7641 0255 THEN SI®: GOTO 40 
0 

NW 510 POKE 752j0:POSITIOH 3a,9;POKE *2,1 

0 

PH 520 TRAP 590 

»S Si® INPUT ni6,FORMAT 

10 540 POKE 02,2 

VG 550 IF FORhAT-D THEN RUN 

PIf 55* GOTO 640 

01 570 ENB 

JG 500 REM 1H( INPUT ERROR TRAP 
JA B9* POKE 02,2 

JJ 600 IF PEEK(l^ST^S THEN LET FORMOT^OiR 
UN 

KU 61® GOTO 1300 
HZ 620 END 

YY 630 REM »» START FORMAT PROCESS 
BT S4® GflAPHICS 6!GOSUB 1220 
IT 650 POKE 62,2 

GU 660 7 :7 ;? *? *- ^ _ 


AM 670 7 "IBRIUE TO FORMAT 15 : 

!'■ 

NZ 6*0 ? "I No. OF BISKS TO FORMAT IS ; 

I" 

CZ 69* POSITION 30,10:7 DISKS 
KG 700 POSITION FORMAT 

NT 710 2 *■< 

— .* m-t 

BD 726 ? :? :? ■? ;? j? 

""S 

RE 730 ? -f pftiESs TO PROCEED 

I*' 

GO 740 ? "I OR [^g TO QUIT T® HATH ME 

HU I " 

OB 7S0 W NO * —TT^MW I ■ _ 

WZ 760 POKE 764,255 
JB 770 IF PEEK (5T279JJ=6 THEN 810 
R0 7*0 IF PEEKT7645=20 THEN RUN 
Hi. 790 GOTO 770 

EG 000 REM iHt SlAfit FORMAT ROUTINE ** 

CM *1* FOR |}*UTIN£ = 1 TO FORMAT : GRAPHICS * 
SGOSUB 1220 

GP 020 7 :? :? :* »|- 


*11 630 7 ''I FORMAT BRIUE : 

KR 040 7 "I DISK No, : 

1-'^ 

oc as® ? ■■ ■ 

__III 

UD 660 7 i7 I7 t7 :7 n^ 


RK 070 7 PUT THE DISK T® FORMAT IN T 

HE I 


MV 860 ^ "I APPROPRIATE DfligE AN® PRESS 
I “ 

I ^a?rtr TO FORMAT OR SW TO CA 


09* 7 ' 

HCEIJ ■' 

NT 900 ? ■■■ 

r .Ijj nr 

CP 910 Position 19 , 10 :? disks 

Tl 920 POSITION 19,11:7 RBUTIHE 
NO 930 POKE 764,255 
ZG 940 POKE 53279,7 
HO 9S0 IF PEEK (532793=6 THEN 980 
HO 960 IF PEEK (7643 ^20 THEIi RUN 
RN 970 GOT® 95* 

TO 9B0 POSITION 9,13 

JC 990 7 “CURRENTLY FORMATTING “JBISK? 

OK 1*0® POSIT!®* 19,14!? "DISK Ho.";ROUTI 
HE 

(CS 1 * 1 * MIfl 254 ,ni, 0 , 0 , DISKS 

GO 1020 SOUND 0,16,119,1*:F®H DELAV=1 TO 
SO!NEKt DELAYlSQUiHB ®,0,O,O!N£KT RDUTI 
ME 

VH 1030 REM ** all FORMATTING DONE #* 

KA 1040 GRAPHICS OIGOSUB 122* 

«fl 1050 7 :? I? i7 :7 ** FORMATTING 

COMPLETE" 

ZO 1060 SOUND 0,10,90,10!SOUND 1,10,90,1* 
IFOR 0ELAY=1 TO 50:MEKT DELAY 
U* 1*70 SBtlM® a,B,O,0E SOUND 1,0,0,0 
FF 1080 SOUND 0,13,90,10:SOUND 1,11,9*,!* 
:FOH DELAY-1 TO 50:HEHT DELAY 
m t*9B SOUND *,0,0,0!SOUND 1,0,0,0 

KX 110* ? I? :? I'? I 9 II 


PRESS A 


SELECT 


FOR MAIN ME 


F FOR BOOT 


Cl 111* PRESS 

NU J“ 

TS 1120 7 "I PRESS ^ESMSnir FAR DOS 

I" 

IS 1130 ? "I 

I- 

BN 1140 ? 

I* 

IW 115* POKE 53279,7 
UF 1160 IF PEEK(53279 )=6 THEN RUN 
BN 1170 IF PEEK«53Z79>-3 THEN DOS 
UX IIBA IF PEE)t f5l279) =5 THEN H = USR (5B4B7 
1 

RB 1190 GOTO llfiO 
ER 1200 ENB 

BF 121 * REM »« SET UP CR ,0 SCREEN «» 

OH 1220 SETCOLOR 2,O,0;paKE 75 Z,I 
NH 1230 POSITION *,»:? «U_ 


JE 1240 POSITION 6, 1;? 

LF 125* POSITION 0,2:? "f 
DC 1260 POSXTlOlf B,3;? 



Mp i t ten 


TH 1270 POSITION 0,4:? *‘13 


BB 12BB RETURN 

GR 1290 REM »» ALL ERRORS CAUGHT! »» 
JU 1300 GRAPHICS 6:GOSUB 1220 
RI 131® 7 :? :? ;? 

BS 1320 7 "I 


GB 

133® 

■™l 

? “1 Error: 

1" 

HAS OCCURRED.□ 

MS 

1340 

POSITION 9,11 




XB 

135# 

ERH-PEEK(195) 




zx 

1360 

? ERR 




CA 

1370 









KZ 

1380 

? !? :? “ PLEASE 

REFER T® YOUR AT 


ARI HAKRObok";? i7 

1 ? 

: 7 


ON 

1390 









MB 

14®® 

? "1 PRESS 





TO MAIN MEN 


U 

|ip 




UK 

1410 









TZ 

142* 

IF PEEK (53279) 

= 6 

THEN 

RUN 

QB 

1430 

GOTO 142® 
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call hardly toeliev^c it - 
tills month tlierc acems to 
be nothing but good news 
for Atari users! Not only are 
we treated to a great new 
range of budget tapes from 
Zeppelin, the publishers of the 
Excel disk mag have a whole 
btrndle of surprises for lluppy 
drive ownens too. 

SOGON Is one of a new seiies 
of iiiijxnied ’Ke-Jioft' games 
distributed by Excrel. In case 
you’re wondering il this means 
you’ll need a language conver¬ 
sion dietionary to understand 
what’s going on. I'm pleased to 
report tliat evetylhing is wril- 


Title: SOGON 

Publisher: Ke-Soft/Excel 
Price’ i7.99 disk 

Ployers: 1 
System. 64K min 

Reviewed by Pau( Rlxon 


ten In Etigllsh! Unfoiltmately 
the review copy of Sogon was 
supplied minus instructions, 
but presumably this will be 
sorLetl otfr with t!te ’onlcSal' re¬ 
lease. 'The game kicks oET on a 
promising note wILli an excel¬ 
lent foot-tap ping jingle - it’s a 
pity It doesn’t last a bit longeii 
Pressing the ^iitarL button 
prompts the lirst screen to 
load arid draw, rather slowly, 
from disk. 

Initially, it all seems a bit 
strange. The screen depicts a 
sort of brick enclosure \1ewed 
from above, with a number ol 
grey blot^ks scattered around, 
some red outline blocks at one 
end and a yellow well, a 
yellow si>melhing. Experime¬ 
ntation reveals that die grey 
blocks are crates, the red out¬ 
lines are w^hcre the crates 
need to he deposited and the 
yellow objeet Is a fork-lift 
truck, wiiich Is c’ontrolled with 


the joystick. The task ahead is 
outwardly simple - all you 
have to do Is push the crates 
Into the designated area. The 
catch Is that you can only 
push one crate at a Lime and 
only from behind, in a straiglit 
line. If you're unlucky enough 
to nianoeuvre the crate Into a 
’no win' situation you’re 
allow'cd to back-up one move 
by hitting the Help key. Falling 
this, you have no choice btit lo 
forfeit a life. Tlie potential 
score for conipleting a level 
gradually diminishes as time 
passes, so there's a real incen¬ 


tive to get a move on! 

Sogon may not. sound like a 
riveting challenge l>ut it really 
Is addictive! ITic game shares 
certain characteristics wltli 
[jidc Runner in that it's Ini- 
porlant to adopt a thoughtful 
approach to cv'ery level, lalk- 
Ing of levels there arc no less 
tViaii fifty, but if you tire of 
those supplied you can boot 
the screen editor on the [lip 
side of the disk, and design a 
whole load more. A perfect 
pnx;^lement package for disk 
usersE 




fine musit^al composi¬ 
tion kicks off this 
multi-screen arcade 
adventure - another Ke Soft 
game brought to yo ti r Atari by 
Excel (see other reviews this 
issue]. After more loading from 
disk, the music then sw'itches 
to a time from Jean Michel 
Jarre. Philcr the Teelino Minja 

You may nol be aware of this, 
but Techno Ninjas live on the 
planet of ‘I’rivaLor. Being ail 
nnusually active bnneh, they 
need a eonsiderabic amount ol 
energy^ and they' obtain their 
rcCiU Ire merits by utilising the 


magic stone of Sassafras. At 
least, they did until it was 
stolen. ’I’he only hope of sur¬ 
vival now rests witti the brave 
Warrior Garagon (alias, guess 
who!) who has been sent to 
the alien world of Sarcendor in 
order lo locate ten eye-shaped 
objects wiiich will hopefully 
form a new stone of S-assalras. 
Yes, someo-rie has been doing 
overtime in the silly names de¬ 
partment! 

Having landed at the long 
lost airport of Sarcendor. 
Garagoii’s quest ranges over 
the many locations of the 
planet. Tlie entrance to an old 


temple leads to a cavern and 
the pathway to a lost c’ity. Past 
the city there's a secret under- 
g]-oi.i,ntl lake and a storage 
area for the aliens’ spaee.ship. 
Beyond this, we Ye told, is the 
great cwstal cave. On each 
level your job Is to guide Gara¬ 
gon In his mission to find, the 
missing stone, and collect 
other useful items - coins in¬ 
crease your score, key's open 
locked doors (strangely 
enough!), hearts repleriish 
encrgjf units and a shield tem¬ 
porarily' protects Garagon 
from the many dangers. By 
{jbLalning diamonds yon can 
gradt]£illy upgrade yonr 
weapons which are needed to 
combat over filly varieties of 
monster. The w'Capons on offer 
Include a sword, the ’Nuncha- 
ko'. an ’Eleetn^-chain’ and ihe 
'Great Kinetic Gun'. 

Tliere are ten landscapes set 
over a total of a hundred 
screens. Tlie graphics are 
nlcelv anlmattxl and although 


the Techno Ninja is tiny in 
ataturc. he ;^ips around the 
level s in a i>leasantly control I 
able manner. The sereens flip 
a lihle slow'ly as Garagon 
moves from one location to the 
next. Lbifortunately. the JMJ 
music stHJu becomes rather 
annoying - it’s a pity there's 
no option to have just, sound 
effects instead. 

Techno Ntnja is a game pack¬ 
ed full of fast action, challeng¬ 
ing screens, unrelenting 
monsters, dangerous weapons 
and lots of objects, not to 
mention presen table graphics 
and some well eoiiiposed 
music - what more could an 
arcade advenlurer w'ish foY.^ 


Title; TECHNO NINJA 

Publisher: Ke-Stjft/Excel 
Price: £7,99 disk 

Players; 1 
System: 64k min 

by Paul Rixon 
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■■■i 8-BIT GAMES - 8-BIT GAMES ... 8-BIT GAMES 


MISSION SHARK 


J usL aEs e^''eryont' 

though!, that Zeppelin 
had abandoned Lheir 
8-bit Atari support they’ve re- 
ttimed with a great new range 
of budget releases, MISSION 
SHyVRK is a 'ty^jikaF Zeppelin 
production - a huge rrujlti- 
leve] running, juiiiping and 
shcjottng arcade advenlure. 
Unusually there’s no in¬ 
genious plot - we Ye SLinply in¬ 
formed that the mission, eode- 
nanicd ’Shark', is to parachute 
into occupied lerritory, gain 
□eeess to the enemy’s head¬ 
quarters and locate a secret 
batch of movement doc.'unie- 
rilatinn. Your agent must fear¬ 
lessly confront, the aggressive 


forces, eliminate any potential 
opposition, destroy the main 
Itolding areas and then retreat 
to safety. Intelligence reporl.s 
Suggest that enemy units are 
well prcparetl for imminent in- 
fl It ration ... 

Somewhere Inside the liuge 
complex there are four canis¬ 
ters containing the inlbrma- 
Lion requested by yoitr Com¬ 
manders. Once these ha\'e 
been fotmd, you can make 
your way to the exit and 
escape via an awaiting chop¬ 
per. Security Is tight in the 
complex and electric field 
gates must he de-activated 
using coded VUU screens. 
There are also laser beams, 
roof-mounted gun blocks and 
hundred,? of enemy personnel 
to deal with. To eliminate the 
latter you are amied with a 
lightvveight machine gun, and 
for dealing witli mines you 
have a limited number of gre¬ 
nades - but ammunition is in 
short supply so you can’t 


Tille: MISSION SHARK 

Publisher; Zeppelin Gomes 
Price: £2,99 

Ployers: 1 
Looding: 16'50" 

Reviewed by f^aui R/xon 



afford to be too trigger happy. 
Your strength is shown bv a 
bar in the status area, Collect¬ 
ing hcarl. symbols helps to re¬ 
plenish the losses incurred by 
contact With the ad versa ry^ 
and extra ammo can be simi¬ 
larly obtained. 

The graphics are, quite sim¬ 
ply, superb. Your agent and 
the enemy solclicTs are nicely 
di^awTi and animated. The au¬ 
thors have bori’OWed a trtek or 
two from Boulderd^sh here, as 
if you leave the joystick alone 
for a while the agent starts 
impatiently tapping his foot! 
Tlie numerous locations are 


also well designed. A coloured 
square graphically illustrates 
your progress through the 
enemy HQ.- there does appear 
to be a LOT of screens! The 
atmospheric music deserves a 
mention as itY probably the 
best I've heard in a Zeppelin 
Game - brilliant 1| If you get. 
tired of the music you can 
,switch over to Sound effects. 

If you were looking foi-ward to 
Imagfne's Green Beret and 
wore then disappointed with 
its mediocre quality, you will 
be oveijoyed with IVIlssion 
Shark. It’s everything that 
Green Beret should have been. 






ZADOR 


I f you're one v^^ho enjoys a 
brain-taxing puzzle, you’d 
be wise to investigate 
Zi\DOR. It’s a challenging 
game based on the Chinese 
Mah-Jojig board which should 
be w^ell knowTi to anyone 
whose experienced Activision's 
Shanghai [sec NAU #42). The 
MEdi-rJong board Is covered in 
symbolic tiles bearing winds, 
dragons, seasons, tlow^ers. 
bamboos, dots and cracks. 
After an excellent musical 
intro, the game begins. Itie 
player Is presented with a 
board of 144 tiles and the oh- 


jeettve is simply to turn them 
all face down. The ]>erimcter of 
the board has initially been 
completed in tiiis wray. The 
customoiyf catch is that the 
tiles can only be Hipped In 
matching pal]-,?, and they^ 
must either be adjacent or 
capable of being connected by 
an imaginary' line whicfi 
mustn't have more than twt> 
angles and mustn't cross any 
face-lip tiles! If that sounds a 
bit complicated, there's no 
need to w'ony' as the inst.njc- 
tion-s clearly e.xplaln the rnle?, 
The computer will help on the 


odd occasion if you can't find 
a suitable move and it will also 
inform you of a “checkmate' 
situation if there are no legal 
possibilities. 

To make the task a little 
more demanding a -strict time 
limit is enforced, so you have 
got to think fast and move fas¬ 
ter! When 3 'oij recover a tile 
depicting a flower or a season, 
this hmit is slighily iricrt^aaed. 
The flower and seasoji tiles are 
special in that they’ll match 
with any other tiles within 
their respective groups. There 
are twenty stages in all. 
though from my experience 
you should bo prepared for 
plenty of praetiee before hop¬ 
ing to glimpse the higher 
levels. Altbougli the game 
appears fn be quite straight¬ 
forward, it pays to devise a 
strategy- - otherwise you will 
almost certainly he caught by 
the timer! Tile difficulty level 
seems Just about right, and 


this makes Zador considerably 
more addictive than you'd 
dartr to admit! 

The graphics aren't quite as 
impressive as those of Shan¬ 
ghai, but. this says more about 
the brilliance of tlie latter than 
ally delicicncy of Zador. Like 
all of the Ke-Soft games re¬ 
viewed In this issue, Zador 
has been constnicted in a pro- 
fessinnal way and In terms of 
playability alone must be 
higlily recommended. I hope 
to report on more new releases 
from Excel in forthcoming 
issues of NAIJ - in the mean¬ 
time. you stiould be in no 
doubt these game,? are stun¬ 
ningly good! 


Title: ZADOB 

Publisher: Ke-Soft/Excel 
Price: £7.99 disk 

PlCivers; 1 
System: 64K min 

ffeweweef by Paul Rfxon 
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I ntruduclng Fred, the 
Neanderthal man, Fred ia 
not your average Cave¬ 
man - somehow, he's de¬ 
veloped powers of in Lei licence 
and ereatlvity far beyond 
those of his compatriots. Of a 
some Limes foolishly Inquisitive 
nature. Fred has often pon¬ 
dered Over the iiiysteries of 
life, tJie Universe and, indeed, 
why Atari Corporation never 
reply to anyone’s letters, even 
when those people arc re¬ 
sponding to eoupons clipped 
fi*oiii adverts placed by Atari 
themselves (sorry folks, 
been meaning to get that one 
in for ages!!). Anyway, Fred 
has designed a number of spe- 


Tltle: FRED 

Publisher: Zepp&lin Games 
Price: £2,99 

Players: 1 
Loading. 12’00" 

Reviewed by Paul Rixon 


clai tools to help him navigate 
the Lincxplored regions of tlie 
planet and yoti have the prl- 
%11ege of guiding him on the 
expedition. You must help 
Fred negotiate the many Inca- 
tions and search for new tools 
which, by a strange fluke of 
nature, have been deposited in 
liandy vases strewn througta- 
out the land scapes f 
Fred is forced to eontend wiLfi 
a variety of nasties on his 
travels - Frog..s, Crabs, Snakes 
and Vine Spiders to name a 
few' - but there is an equally 
large quota of objects that can 
be used to his advantage. 
Rocks are handy for repelling 
adversaries and a CFC-free 
aerosol spray Is alrno-st equally 
effectlvel -Shields, extra lives 
and other bonus artilaets are 
obviously worth collecting. 

On the graphics fmnt Zeppe¬ 
lin have provided one of tlicir 
charaeterlstlcAliy exrellent 
scrolling scenarios. I’he lower 
portion of the screen is taken 


up with several status indica¬ 
tors that keep yoti up-to-date 
with yotir score and the quan¬ 
tity of special powers a%'ail' 
able. The upper part scrolls 
smoothly as Fred traverses the 
artistically shaded scenes, 
these feature lakes, rivers, 
platforms, ledges and lots of 
other problems, A tliin bar 
just below the main window 
illustrates your progress 
through the 'world' as a whole. 
[ must mention the music 
since the authors have created 
a brilliant foot-tapping tnne 
which, if you prefer, can be 
silenced in favour of suitable 


effects. 

FYed may not be a very ori¬ 
ginal Idea, but Ze]>pelin have 
delivered UiC goods that cveiy- 
one likes to sec. Fred Is an 
addictive game mid the 
graphics and sonies are well 
up to the exceptional standard 
that everyone expects from 
Zeppelin. 

Finally, just to clear up any 
confusion 1 should mention 
that all of Zeppelin's budget 
games carry a recommended 
price tag of £2.99. just watch 
out that your retailer doesn’t 
try' to bung on an extra pound. 
OkavFred? 




JOCKY WILSON’S 
COMPENDIUM OF DARTS 


f the title of this new Zep¬ 
pelin game seems 
strangely iamiliar, tliafs 
probably because it's not a lot 
differeiit to one they produced 
back In 19S9! The authors 
have basically taken 'Joeky 
Wilson’s Darts Challenge’ (see 
review' In NAU #38). revamped 
the graphics, improved Lhe 
sound and added some extra 
options. 

’I’he selling [xtint of JOCKV 
Wtl.SOWS COMPENDIUM OF 
DAl-n’S (hereafter JWCOtJ) Is 
that it provides not just one. 
but six difl’erent dart games in 
a Single package. In addition 


to standard match play mode - 
where the players must score 
501 points witli a minimum 
number of darts - you can also 
choose to play Footbalt, Bowls, 
Ten Dart Century, Scram and 
Shanghai. In Football the 
players throw a bull’s-eye to 
start and then score ’goals' for 
each subsequent double. In 
Bowls, points are awarded for 
darts landing closest to a ’jack' 
dait wfiicb starts off the 
round. Ten Dart Century Is 
simple enough - the players 
must score precisely a hun¬ 
dred points with ten constxnj- 
tivc darts. Seram involv'es the 


players taking turns to be a 
’Stopper’, whose darts put sec¬ 
tors out of bounds, and a 
'Scorer', who tries to gain 
maximum points from the sec¬ 
tors remaining. Finally 'Shan¬ 
ghai’ takes place over ten 
rounds, iJi each of which lhe 
computer chooses a specific 
sector for the players to aim 
at. 

If you’ve experienced Zeppe¬ 
lin’s former Darts game yoti 
won’t be surprised by Lhe 
graphical delights of JWCOD, 
Play centres around a high re¬ 
solution black-and-white dart 
board with a Score panel lo¬ 
cated at the side. Yonr task is 
to manoeuvre a dart symbol 
that constantly jitters around 
in a random circular path - 
line It up as carefully as you 
as can, then press Fire to reg¬ 
ister a score. When it’s time 
for the computer's turn the 
display switches to a large 
cartoon dratving of .Joeky' W 


executing his throws, T'jie in- 
tiwIucLion screen is complete 
v.1th good musical atxiompani- 
ment and there are various 
jingles at other stages of the 
game. One irritating point, 
fiowever. is that after each 
completed game you're re¬ 
quired to re-enter Lhe partici¬ 
pating players’ names. 

Avid darts fans are almost 
certain to find JWCOD an 
ideal companion, aftlicugh the 
original Dart's Challenge' may 
be a safer bet for the no'vlee 
player. Of course, it has to be 
said that if youYc not keen cm 
darts then you’re definitely not 
going to like these games at 
all! 


Title; JKX:KY WILSON'S DAPTS 

■ Publisher; Zeppelin Games 
Price; £2.99 

Players; )/2 
Loading: 16’50" 

ffevrewed by Paui Rixon 
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MILES BEHER SOFTWARE 


TOP 20 CASSETTES 

■ 

TOP 10 DISKS 

■ 

TOP 10 ROMS 


Draconus.. SOLD OUT 

Atari Compilation 

. 4,99 

Draconus .. 

... 6.99 

Pacman ............... 

.. 7.95 

Yogi & Greed Monster 

. 2.99 

Head Over Heels 

......... 2,99 

Flight Simulator II ...... 

...14.95 

Pole Position .. 

. 7.95 

Kick Off.*. 

. 2.99 

Chuckle Egg ......... 

. 2.99 

Colossus Chess IV .... 

... 9.99 

Donkey Kong. 

SOLD OUT 

Plastron... 

2 .gs 

Foothall Manager 

.. 2.99 

Hawkquest.. 

,.,1295 

Designers Pencil 

. 4.99 

Yogi's Great Escape ... 

. 2.99 

Colossus Chess IV 

.. 4.99 

Mig Alley Ace. 

... 9.99 

Rally Speedway .. 

. 7.95 

Tank Commander SOLD OUT 

Titan .. 

. 2.99 

Trivial Pursuit. 

.. 9.95 

Millipede. 

. 9.95 

Star Wars... 

..2.99 

Gauntlet. 

. 2.99 

Pitslopll.... 

6.99 

Galaxian .. 

. 4.99 

Periscope Up. 

1.99 

Joe Blade II. 

.. 2.99 

Ballblazer... 

2.99 

River Raid. 

SOLD OUT 

Tomahawk. 

. 2.99 

Chimera. 

SOLD OUT 

Smash Hits 7 .. 

... 2.99 

Robotron 2084 .... 

.. 7.95 

Blinky's Scary School 

, 2.99 

Ruff ‘r’ Reddy. 

. 2.99 

International Karate .. 

... 4.99 

Dread naught Factor..... 4.99 


GAMES 


Cass. Dish 

Spy vs Spy Ar-ctlc Aniics .. . 2.'9& 3.9S 

Boulderdash Z . 2.09 &.93 

TirailblazBr .. a.SS 

Solo Fli-ght 2nd edition . 7,95 

Rescue an Fraclulas . &.90 

Rampags . &.90 

Spindizjy . 2.99 S.99 

Toucridown foolball . 5.99 

Spitlira 40 . 5.99 

Draconya . *t.99 

Srign Clougih's Footbell Fort. £.99 4.99 

Prepple 2 . 4.99 

GulO^aus Chbsg 3 . 4.99 

Ja« and Ihg Nuclear Qaverna 4.99 

Koocltoul Boxjnfl . 4.99 

Cuthbsrt Goes Walkabnut .. 2.99 

Mig Allgy Acp .. 4.99 

NigHt Mission Pinball . 5 99 

intetnalional Karate . 4.99 

Piisiop il . . G.99 

Atari Compilgtion . 4.99 

(5 games " Star Raiders, Tenilis elcji. 
■Geuntlet t Deeper Dungeons 6.99 

Bop ‘n’ Wifestle . 4.99 

inlillfatof . 4.99 

Jcicky Wilson's Darts . 4.99 

Ghostbusters . 4.99 

Ninja Commando . 4.99 

Moil main Bike Racer . 4.99 

Pirates ot Berbary Coast .. 4,99 

Smash Hits 4 . 4.99 

Spes&d Ace . 4.99 

World Soccer . 4.99 

ZybUK . 4.99 

Living Daylights . 2.99 

Smash Hits 7 . 2.99 

Polar P’ierre .. 2.99 

Mr. Robot . 2,99 

Beta Lyrae . 2.99 

Arkancld . 2.99 

Spyhunter . 2.99 

Rampage . 2.99 

Spindiify . 2.09 

Druid . 2.99 

Crymhle^ Crisis . 2.99 

Freaky Factory .. 2 99 

Laser Hawk .. . 2 99 

Sidewinder . 2 99 

Nuclear Nwk . 2-39 

Bunstar . 2.99 

Wirtsr Events . 2.99 

MOritiiiuma'i Revenge . 2.99 

AstrodroW ... . p.99 

eaer Geliy Bed . 2.99 

Fight Night . 2.99 

Hetker . 2.99 

Plastron . 2.99 

Ouasimodo . 2.99 

New Yufk City . 2.99 

Srriaih Hits 2 . 2.99 

Spy vs Spy . 2.99 

Smash Hits 1 . 2.99 

Stave Davie Snooker . 2.99 

Scooter . 2.99 

Elektraglirte . 2.99 

Ftnckel Repairman . 2.99 

Blue Max . 2.09 

Space Lobsters . 2,99 

iJlghtn-iflres . 2.39 

Greatest Hits ''^□1. t . 2.99 

Rosen's BripadB .. 2.90 

Zakaon .. 2 99 


ADVEISITU RE/STRATEGY I 


CasE. 

Disk 

Flight Simulalor II . 


14,95 

Flight Sim. SwnBry Disks 
t^os 1-7 each . 


9.95 

Qusslrnn . 


3.05 

Field 01 Fire . 


7.95 

Jinkter . 


3.35 

Tim* a Ma^ik . 


0.95 

Lurking Horror . 


11.3£ 

lriuri(J'$ Bilik . 

KulqhiOrc ... 

11.05 

11.95 

11,95 

11 95 

Cloak of Daath . 

2.09 


Gunslinger .. 


3.95 

Eterniil Daggtir .. 


14.95 

ThealraEurope . 


11.95 

Carrier Force .. 


15.95 

Panzer Grenadier .. 


16.95 

Battleprusicr . 


iB.gs 

Warship ... 


19',95 

'^ielrtam . 


9.35 

CDntlict hi 'Vietnam . 

3.90 

4.09 

Crusade in Europe . 


9.95 

Etecisiun in the Desert . 

3.99 

4.09 

Cblo^^us Chess 4 . 

3.99 

4.99 

Kennedy Agpreach . 


6.09 

Hawkquest . 


12.95 

CutthrokHiS . 


0.05 

TheCounl ... 


4.99 

Pirate Advaniure . 


4.09 

Scatteghost . 

12,95 

1£.95 

Silicon Draerns .. 

7.05 

0.05 

Jewels of Darkness . 

7.95 

9 95 

Rehal ChargB .. 


10.05 

Super Huey . 


6 99 

Lancelot . 


11.95 

Sargon III Chess . 


6.90 

Gettyshurg . 


19.95 

Knighls 01 ihe Desert . 


9.95 

Wsto Commander ... 


3.95 

U.S.A.A.F. 


14.95 

Trivial! Pursuil . 


9.95 

naltatlon Corvimander . 


4.93 

XL.'XE CARTRIDGES 


Missile Command . 


7.95 

Star Raiders . 


7.95 

Galaxian ... 


4.99 

American Football . 


7.95 

Tennis .. 


7.05 

Fond Fight .. 


4.09 

Pole Posihon ... 


7.95 

Star Raiders II . 


0.05 

Lodarunner . 


7.05 

Barnyard Blaster (Lightgunj 


7.3S 

One on One BaskeHjall .. 


7,95 

David's Miclnight Magic . 


7.95 

Archon .. 


7.95 

Rescue on Fractirlas . 

.. 1 t , t 

795 

M.non Patrol . 


7.95 

RohoTron £064 .. 


7.96 

Joust . 


7 95 

Dreadnought Fectur . 


7.95 

Designers Pencil . 


4 93 

Rally Speedway . 


7 95 

Eastern Frunt 1041 . 


7.95 

Skywriter . .. 


4.99 

1 UTILITIES 




BUDGET CASSETTES 


Zappeiin 
Fred . 

Cavernia . 

Stack up . 

Mission Shark . 

Miras Force . 

Wodd Soccar . 

Phantom . 

ZybBK . 

Speed Ace . 

Las Vepas Gaairio . 

Fruit Machine . 

Sidewinder . 

Fantastic Soccer . 

Kenny Dalglish Soccer Manager 

Hinia CiDnirriandet .. . 

Blinky's Scary Smiool . 

Jocky Wilsofi Darts . 

The Living Daylights .... 

MounUiri Bitre Racer . 

Hf-Tec 

Spy vs. Spy . 

Spy vs. Spy Island caper ,, 

spy vs. spy Arctte Antics . 

Bcalderdash IV . 

Space Rider . 

Yooi S. The GrreeiJ Monster . 

Run “n' Redfly . 

Vogi'E Great Escape 

Back 

Hoftol Knrghts . 

Jet Boot Jack . 

Timeslip .. .. ... 

Astrodroid . 

Speed Run .. 

Space Lobster .. 

Fighter Pilot , , 

Dresdnsught . 

Space Wars . 

Planet Attack . 

Mad Jdx .. . 

Roulette Simiilatcr . 

Cosmic Pirate . 

WarcQpter . 

SereiJr'r'iir'iu Wings 

Ekplcfllng Wall . 

Liltls Devil .. 

Tumatiawk .. ,, 

Coderrtast&r$ 

Fruit Machine Simulator . 

B.M.X. Siniulattn .. 

TrAiismuter . 

Red Max . 

Grand Prix Simulator . 

.Advaieted PiribSill SilViuldlQr , 

KIXX 

Gauntlet . 

FOOtheller ot the Year . 

Ha net hall ... 


Dish 

Mini Ottlce II .. ... i4.95 

Atari writer Plus . 29.95 

Planetarium . 15.95 

Cut 'n' Paste . 9.95 

Visicalc . 9.95 


Green her«t . 

flfkanold . 

Head Over Heels 

A tfanits 

Air Rescue . 

Dawn Raider . 

Death Race . 

Pro Golt 

Panik . 

League Challenge 
Pot Hbic Pete 

Spooky Castle . 

Daylight Robber/ 

Titan . 

Periscope Up •• 

Encounter . 

Guniightar . 

Crack Op . 

Survivors . 

Cops 'n' Rohhers 


2.39 
2.99 
2.99 
2.99 
2.99 
2.99 
2.99 
2.99 
2.99 
299 
2.99 
2.3^ 
2.99 
2 99 
7 39 
2.99 
2.99 
2.99 
2.99 

2.99 

7.93 

2.99 

2.99 

2.99 

7.93 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

7.99 

2.99 
2.99 

2.99 

7.99 

2.99 
2.99 
2 99 
2.39 
2.90 
2.90 
2.99 


2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.93' 

2.09 

2.99 

2.99 

2.09 

2.99 

t.09 

2.99 

2.99 

2.99 

1.99 
1.39 
1.99 
1.90 
2 99 

1.99 

2.99 
1.90 
1 99 
7.93 

1.99 


Alternetiva 

Leoputer . 1.99 

Monkey Magic . 1.99 

Soccer ..'. 1.39 

castle Top .. 1.99 

SpihdiZZy ... . . . ?. 99 

Pro Mountain Bike . . 2 99 

Atarisoft 

Slst Raiders . 2.99 

Speodhawk .. 2.99 

Twiliglil World .. . , 2.99 

Heartache .... , . 2 99 

Thunderro.* . . .. .. 2 99 

SlingEhot . .. 2 99 

Adveniureaoft 

10 Lime Indians . 2.93 

Socrel Mission .. ... 2.99 

Arrow ot Death 1 , . , .. ,. . £.99 

Arrov.r gt Dealti 2 . 2.99 

Golden Vovaga . 2.99^ 

Mystery Fiin House . 2.99 

Strange Odyssey . 2.09 

Wizard ot Akyrr . 2.09 

The Tima Machine . 2.99 

Advent ureland . 2.99 

Clrr.ijs . 2.99 

Escape 1rom Pulsar 7 2.39 

Persous ana Andrpmedia . 2 99 

The Count . 2.39 

Voodoo Castle . 2.99 

Waxworks . 2-99 

Firebird 

Matta Blatta . 1 99 

Micro Rtiyltiin ... 1 99 

Thrust . . . . 199 

Stralosphere . 

Tanium . 

Dizzy Dice . 

Bubble Trouble .. 

Joe Blade II . 


H 


mn 

ymstusiBCK 


219/221 Cannock Road, Chadsmoor, Cannock, 
Staffordshire, WSII 2DD »» 

Telephone (0543) 466577/8/9 


. 1.99 

. 1.90 

. 1.90 

. 1,90 

. 2 90 

Pengon .. 1.99 

Mr. Dip . 1.09 

Star Vvars . 2.99 

Foolball Manager . 2.09 

Superman . 2.99 

River Raid . ,, ,, . 7.99 

ClHiCkift EOQ . 7.99 

Pogotron . 2.99 

PoiiKifirnash .. 2.99 

Houlfterdasri II . 2.39 

Darts . 1.39 

Syelem 3 Pools . 2.90 

Turf form . 2.00 

Masteftfonic 

Masterchess ... 1.33 

Protftctof . 2.93 

Revenge II . 2.93 

Crystal Raider . 1.93 

Amaurota . 2.90 

Vegas Jackpot . 1.90 

Kikstart . 1,90 

Colony .. .. 1 99 

Feud . 1 99 

Invasion... i 99 

□ n Cue ,. £ 39 

Losl vn . 2.99 

Mutant Camels . 1.99 

Mtlk Race .. 1.99 

Frerasis . 1.99 

Panther . 1.90 

Sidewinder II . 2,99 

Dttspatcti Rid*r . 1 99 

Hover Bower . 199 

Muletule Msn ... 1.93 

Sp&HlJone ... , . . 7.93 

hlinjo . £.39 

Ghosthiisters . £.39 

Henry's House . 1.39 

100! . 2.99 

Bombfusion . 1.09 


Add 5Qp Id drd$r$ less thae £ 5.00. All prices carrecl at 
time at gging tu press. AcGess gr Visa grders welcottie. 

Ptease add £1 per item Far eversEas 
Please iriahe Cheque; or Postal Orders payable to 
'MILES BETTER SOFTWARE" 
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MIT GAMES ... 8-BIT GAMES ... 8-BIT GAMES 




ere's El trcEiL for all 
those thousEUids of 
Fkiuldcrdash fanatics 
who’v^e bct:ri itching for a fresh 
crhalkngcE Kc-SoJVs DRjW 
heads Lhe line-np of newly im¬ 
ported cllsk-based games from 
Excel and is basically an 
adaptation of First Star’s win¬ 
ning and ofi.en copied - con¬ 
cept- 

No sign of the cute Rockford 
here though. Tlie central char¬ 
acter Drsig appears to be a 
cross between a frog and a 
Martian who, like his friend¬ 
lier predecesEMir^ has an acute 
desire for diamonds. Not en¬ 
tirely hy coincidence, these are 
located on eacfi of fiily game 

Title; DRAG ^ ^ 

Publisher: Ke-Soft/Excel 
Price: £7.99 disk 

Royers: 1 

Loading: System: 64K min 
fievi&wed by Paui Rixon 


screens so, Eis yOu’d expect, 
tlie aim of the exercise is to 
help Drag acquire a specified 
quota before his air supply is 
diminished. Naturally there 
arc liberal quantities of rocks 
and other nasties to av^oid. 
some of which must be util¬ 
ised to reach seemingly In¬ 
accessible locations. At first 
the layout seems quite famil¬ 
iar, but there are a niimber of 
subtle differences between 
ttiis and previnua Boulder- 
dash spin offs. For example, 
Drag is unable to push iXKks 
holi^^on tally - tlioiigh they fall 
when a patti is cleared with an 
equally destructive consequ¬ 
ence to'anyone blocking the 
way! Tliere are a number of 
other objects to watch out for; 
triangular shapes rcniEsin in a 
fixed position but must never 
be touched, circular shapes 
drop dowTL and explode side¬ 
ways if dislodged, whilst barrel 
shapes provide a handy boost 
to the air reserves. 


In conmion with the odier 
Ke-Soft games IVc experi¬ 
enced, the graphics and sound 
are really veiy^ good. A short 
musical composition enhances 
a neat title page, from where 
you can also view the high 
scores or a brief demonstra- 
Lion. The main screens are a 
little short on colour but are 
not lacking ingenuity. Like 
Houlderdash, Drag is an 
addictive game tliat requires a 
fast brain as well as a proli- 
cient joystick technique. The 
fifty screens should prove 
challenging enough for most - 
you’re forced to start at the 


beginning but Qtere's a pass¬ 
word scheme so that experi¬ 
enced players can skip pre¬ 
viously completed stages. 

Using the custom screen edi¬ 
tor on the reverse Side of the 
disk, you can also design an 
infinite number of extra levels! 

Although more expensive 
than many games, the cost of 
Drag is probably Justified by 
Lhe quality of the product. Ail 
due credit to Excel for another 
exciting Tmd' and their valu¬ 
able on-going Support for Atari 
users. Keep an eye open for 
more goodies in tJie series. 





STACK-UP 


T his game is a variation 
on the immensely 
popular Tetris’ theme, 
which originates front the 
Soviet Republic, it has proved 
to be a big hit on almost all 
machine formats, except on 
ttie 8-bit Atari w’^here the abs¬ 
ence of a professional coiiver- 
sion has meant that users 
have sadly missed out on all 
the fun. At last, Zeppelin have 
obligingly resolved lhe situa¬ 
tion by releasing STACR-UE-^ - 
yet another addition tn their 
highly regarded catalogue of 
budget-priced cassettes. 

Tlie idea Is very^ simple. 


Groups of variously shaped 
and coloured blocks drop from 
the top of the screen and 
stack up at the bottom. Using 
the joystick you must guide 
lhe falling blocks from side to 
side in an attempt to form as 
many horizontal, vertical, or 
diagonal lines of the same col¬ 
our as possible. The qualtlying 
blocks then disintegrate, earn¬ 
ing you points and clearing 
some space for the folkrwing 
round. In each round, the 
space bar can be used to ex¬ 
change block positions within 
a descending group (note: this 
Isn't mentioned on the Inlay!]. 


A fortfieoniUig group is first 
displayed on screen, so you 
can make a decision on Lhe 
best strategy to mke. 

For added va riety you can 
choose one of four alternative 
sets of symbols - coloured 
blocks, Greek symbols, road 
traffic Signs or a mixture of all 
three. Tlie game is split into 
twenty-two levels, each with a 
target number of successful 
lines to reach before play can 
progress to a subsequent 
stage. On higlier levels some 
hindering elements are intro¬ 
duced - Lhe rate of fall is in- 
(;reased, the screens have 
blocks already placed in them, 
tlie blocks appear randomly 
on screen, some lines don’t 
count towrards your target 
score, some blocks aie Indes- 
tnictible, even the controls be¬ 
come reversed! 

By necessity the graphics are 
simple taut there are touches 
of visual extravagance in the 


title page thEit could only be¬ 
long to a Zeppelin creationE 
Tire main screen seems quite 
untisual in Qiat the borders 
are shaded in off-l>eat paste! 
colours. Sound effects are 
rather thill on the ground - 
there isn’t any music - bui the 
main quality of Stack-Up must 
be Its strong lasting appeal. 

It’s nice lo receive something 
a bit different from 2feppetin. 
WeVe seen enough arcade 
adventures Just lately to IeisL 
well, a couple of wrecks at 
leastr Stack-Up gives yon the 
long-awaited ehnnec to play 
Tetris on your Atari, and as 
such is an essential acquisi¬ 
tion . 

--- 

Title: STACK'UP 

Publisher: Zeppelin Gomes 
Price: £2,99 

Players: 1 
Loading: 

Reviewed by Paui Rixon 
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THE ACCESSORY SHOP 

ISSUE 52 


BARGAIN 

SOFTWARE 


We are stilt managing to uncover a few new items of software for 
your XLIXit so check all the new items this issue. Check the inside 
front cover and the following pages. Some items previously adver¬ 
tised are now sold out but there are still word processors for you to 
choose, from the most simple to the most complex, plenty of games 
and much serious software - the choice is yours. As always we are 
able to offer these items at considerably less than the recommended 
price so check through the At ccssorj Shop pages. 


NEW! 



DISK 


ATARIMUSICI & II 

fu rt-ud Hid uiMlcr'iEiEid AluriMjsir I coversi 
musiful nvln. Imxs aiwl trfhit clefjt, Iwlgjfr linm uiid whole aral 
half .sTtps Jiri' I'^plained i»Oh varkows drilbi and tKerciMS. 
AlariMusic [3 titplaios inajcr stalps and ai^or keys lhal yua 
tan !<[ar[ pultiiqi l<tj(Hhfr [he mj4c-¥ lo play or erjmpiiw yvnr 
avi’-re maiiie. f4>r 10 In adult. AlariMusit.' ^ill help 

aiyime to uridtrs-l^irwl masic, wtielher far p^a> ing an 

ijBtraniem, singing liT jast Fur plain Ojji, 

Originally £24.95 

OUR PRICE £9.95 each 


SPECIAL ■ BUY ROTH FOR JUST 117.95! 



PRINT SHOP GRAPHICS 

113? officlai PRINT SHOP fjniphics: Library wimpris- 
es three sepamk disk^ each wilh I JO t^ruphleK and a 
printed uul relemnce guide oClIle new ic4]n!t. Disk J 
covers lluIJdays, Specinl Occasiuns, Spttrtit and more. 
Disk i covers Kiisioess, Svmbuls, Mvtholcigv and 
Olliers. ONLY No.s I and J NOW AVAII.ABLE.TIk 
eiiu are all fop quality grOphies in the original Brude- 
rbund Print Shop packaiiinj;. 

Original Price £12.99 each 

OUR PRICE £4.95 eacn 


SFUCIAI. - BUY BOW FOB JUSTB.95! 



CASSETTES 


IMI0IITDPIIIIGIUIMIIIG2 

WITH ONE TAPE FREE! 

Le.iselle wiidiin)! iti Iceri Kaile (knigjraminiim liflvc never 

tiurl i| ^fi riByl AlofiftstilK the fire pruiiT-Hinmine biwitv wk have 
^valJablc. WK ;irv rnw nble tit offer 1lt£ Invilaliuni To Priigrani- 
ming 2 SCI ennipj'ldiin 'I VVIJ ejis-siilei and Iwo vnn-khouks. The 
pi'Ofiraicis -are Hi Inf Writing Vfiur tlvn rrugrain!; a™i wbLIe 
NEtwks |j)Hl wt’U Ihruvt in Inviiallnn To Prugranninitig I nuMr- 
ing tbe basio. With the^ aclueJ. en-hcreiin, es-arnplra yeer 
prnigrMniminR tmokh will t-Hurt ativc and yoa will lie WTtlir.jL 
yiair iiwii prujiTinrs in no lime. Stare m prtigruiru -now at our 
hargtiin price!; 

Original Price £25.90 

OUR PRICE £2.95 


I ■ 



TELELINK 


LAST FEW! 


ROM 

CARTRIDGE 


The simplest lo usie romms package ever available, 
just plujt it in and go! Telelluk is a lia.sicj no Frill.s. 
eonillluilicutions program I hat will have ynii up and 
rtinalng in no limE. Ideal for simple access rtf ypur 
local Bulletin Hoard ttr for access to Ihe major Inter- 
nslional lllfttrination Services. DptiOhal rlump uf huf^ 
fer lo a printer. TJic must bask of facililJc's hut the 
.kimplesi and quickest to useennrms prugram avail- 
ahlc. 

Original Price £14.95 

OUR PRICE £4.00 


MICROSOFT BASIC 

MiLTutiult UaKic II is. novt mid out but juu ran still 
practice prugramnninK Ln the standard Basic if yoa have a 
d^k drive. Microsoft Baltic ik ideal is you want lit cuiivrri 
pntj'rainK frnni other nnachlnc!! aN it ciailains mtuiy of the 
commands that are mi^sirag from .Atari Basic. Ynu’il he 
able to share the creation itf programs with ulhcr com pu¬ 
lcrowning friends and may hr type in and adapt li¥tiii 4 >N 
Vrritlcii on other computers. 

Recommended price £935 

OUR PRICE £5.95 


NEW! 



DISK 

ONLY 


MASTERTYPE 


Now anyone can learn lit type whilst playing a clialLenging 
game. Mastertype »n.s ore uf Ehe original "game based' 
lypiUfi lutors whieh requires you lo tip enemy wnrds as 
Ihey apj)njiticll from llte four etirners of I he screen. Rul it 
hot really a game for, befwe yuu realise il. ynp. wj|| 
become quilt pritHeient on the keyboard a:« you prngress 
through IS lessons uf increasing (s^ntpleKilf. 

Recommended price £1435 

OUR PRICE £Z95 



ROM 

CARTRIDGE 


LETTER WIZARD 

Fur thu»e who need n little mure suphistiealion in a 
word priucc.sMtr> I.etter Wiitard gives you all ttf the 
basic fcalurcs you would expect plus mail merge, 
prim of sdc-ctcd pagefk headers and foolcrri, automatic 
page numbering und a whole host mure print format¬ 
ting styles. All hough Mtt up for Kpson c'ompalible 
printers or the NEC SOJJ, conlrol codes can bc sent 
direct tn the prinler. Comes wtih aa easy to learn and 
us4t manual plus a handy Quick keference card. 

Original Price £1935 

OUR PRICE £8-95 



DISK 

ONLY 


LAST FEW! 


TEXT WIZARD 

If you dttn’l need a very powerful word pnicEHMir hut 
Still want to u.se yrair .A lari to help with pntducing 
written documents TeKi Wizard could he the answer. 
.4 simple to use and easy to learn word processor that 
has th? basic features such as search and replace, 
mn-ve and duplkattr test and slraightforward print 
Formatting including double ci.duinn print uul. The 
prim commands are meI for Epson compatible prin¬ 
ters. Te.sl Wizard will get you priming without getting 
you c-onfusc'd. 

Original Price £2935 

OUR PRICE £7.95 



DISK 
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99p 


NEW! 



HANGMAN 


CASSETTE 

ONLY 


Tht ijrL^inal computer eduiNitiun sui table 

for uges from K tu adult. Three levels of play 
with 4(1 words in each* Vou play against the 
computer by f'uesf^ing the word the computer 
has chosen. Lises keylxturd <»r joystick. 


OUR PRICE JUST 99P! 


BLACKJACK 


Play one of the inu^t popular casino at 

home on your Atari. The computer is the deal¬ 
er and. he plays by the rules. You, on the other 
hand, bet money and decitic whether to sran<L 
draw another card or double down in elToiis to 
hit 11. 


NEW! 


OUR PRICE JUST 99p 



CASSETTE 

ONLY 



CASSETTE 

ONLY 


STATES AND 
CAPITALS 

Learn the geography of the United States with 
this program which draws outline maps of each 
of the States and asks you to identify It and its 
capital. Useful for school geography and for 
anyone interested in the USA. 

OUR PRICE JUST 99pl 


SCRAM 


LAST FEW! 


iS nuclear pignt ^imiilotL'nn in which yuru must 

Iciirn lo oprrdlt: the plant under ourrnal and cnuLraen- 
cy condhions. The program I rains you In the opera¬ 
tion or the plant Land then testK you with 9 ipialiFyin^ 
exam in the form of a ^me. Once yuu are in charge 
you will find eartliCLuakes breisikLnf; components and 
ynu will ha.ve to Tind the way to repair the 
instatljtion. and keep il ^joing lo avoid melldown 

OUR PRICE JUST 99p! 



CASSETTE 

ONLY 


WAR 

GAMES 


BOOKS STILL AVAILABLE 

130XE HANDBOOK 

Putfjshed price £7.95 OUR PRICE £3.00 

ATARI ADVENTURES 

Pijbiisfied price £5.95 OUR PRICE £1.50 

MICRO ENQUIRER 

Put>fis/i9c/pnce m95 OUR PRICE £2.00 

WRITING STRATEGY GAMES 

Pubf/sinectprice £5.95 OUR PRICE £1.50 



ROM 

CARTRIDGE 


EASTERN FRONT (1941) 

The eliuisie wur vimiiUtiun by Chriv Crawford lhal 
astounded .-^tarl users when il was frsl released. Based on 
Ihe real life E>3.t|]e nf (tperacinn Harliiarnssia on the tNtrder 
uf ku.^iiL ynu Enusl eummand Ihe furecK Ihrougli the 
savage Russian w-iider to see whether yuur skills ean 
delerniine a difTerert outcome from hislory. Ea-sy lo 
understand, diffirall tn win hul an ideal IntriHluctHm tn 
Computer warg^ming. DeTtnitely an .'\tarl classicl 

Itecommended price £12.95 

OUR PRICE £4.95 


CONFLICT IN VIETNAM 

Five buttles uf Che VielElam recntaled, Oil your com¬ 
puter. You take charge of some of die most decisive 
haltkf as yoa attempt tn change the course cif history. 
Fmi'in the ensy opening battle vihi huiw yonr skLlJ^ nnlil 
you are able lo delerniiuc the outcome of battles that 
nearly destroyed the USA. Top class graphics anti sound, 
hislorir accuracy, aecele-raled. real-time actinn. one ur Ewu 
players, variousi skill levels and more. From the creators 
of F-l? Strike f^agki anti Silent Service. 

Recommended price £14.95 

OUR PRICE £4.95 



CWRCrsi 

S".- 



CASSETTE 

ONLY 



CASSETTE 

ONLY 


CRUSADE IN EUROPE 

June 6, 1944. tbe D-Day invasion begins. The pressure is 
on you to Mad your Irnnps through one nf the grea.test 
campaign^ uf Wurld Vicar II. ExknNivL- rcsHcarcJi cnvurtcN 
the historkal accuracy of this simulatHm that recreates the 
Battle for Normandy, Race for the Rhine. Operation 
.Market (jarden. the KafCle nf the Kul^e and the battle for 
France. Exectlent grapbies and juound. vuduus skill levels, 
coinpreliensive documentation, one or two players. From 
the creators of F-156 Strike Eagle and Silent Service. 

Recommended price £14.95 

OUR PRICE £4.95 


DECISION IN THE DESERT 

JULY L 1942. the Battle of HI 'Maniein begins, but will 
the outcome he ditTerenl with ynu in cominand? You 
make the dedsiun to dt;pluy lluik‘i, Jirtillcry, air cuvCr and 
combat divisimis. Choose tu lead the armies uf either side 
ur challenge on opponent to compete against you, Kxcet- 
benl graphics and sound, five scenari^inH histnric accuracy, 
one or two pHayiTS and more. Aa excellent simululioil 
from the creators of F-15 Strike tngle and Silent Service, 

Recommended price £14.95 

OUR PRICE £4.95 



CASSETTE 

ONLY 
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NEW! 



UPlSPHILOSOPHORUM 


f)nir [he beidt graphic arivEinlu;^^ rrlrti^rd uit the 
Aljtri u^hk'li lit: iiuitablle fbr isll ahillltl^^ A 
advchtiirti s^et in nttiuII eeuntry in 'nhJeh Ih^ 

Htep M:in ha$ p^hf^vned the Kinp; In jjaLn the: 

I'he Majticians h^ive fMiietl lu cure the dyiny hiiT 
can you? Vnei will need Uj find I he philoKnpher''^i 
amenE S3 different iHTerna and wilh n^ven possible 
sulullons. 


Original Price £9.95 

OUR PRICE E1.99 


SKYWRITER 


$iiYWiiim 




HeJp y«ur children learn hO¥i Eu create complex 
words with a Tun E^rne lhat will I hem h^ppy 
while they learn. A I wo KvIlahlB wE»rd is j^iven and the 
child has lo recreate that ^nrd from ils purls which 
font across the serecn ^ 1 ^ clouds. .\ simple tontept 
hut one which teaches in an iniurestinE way, SuiEnble 
for ages 5 upwards. 



Original Price £12.99 

OUR PRICE £4,95 


ROM 

CARTRIDGE 



JUGGLES RAINBOW 

A first eomputer learning experience for ehiJdren 
aged J to 6 I hat teaebes the concepls of above, beflow , 
left and righl plux lelter reetigniitipn allowiing the child 
tu enjoy learning tcltll colours and musie and games 
I hey can create and play themselves. 


OUR PRICE £5.95 


JUGGLES HOUSE 

Another for to A year olds leaching the codcepls of 
inside, outside, upper and lower with .luggles' Kouse 
and '['oysheir. each game also includes a ^playgrtiund" 
where ehiidren can try pul these new ideas for them¬ 
selves, 

OUR PRICE £5.95 





DISK OR 
CASSETTE 


NOW ALSO ON DISK! 


SPtXfAL OFFER - PVRCHAHF HOW 
JUGGLES PROGRAMS FOR JUST £9,95 


CASSETTE 

ONLY 



CAVERNS OF MARS 

Winner of one of the first Atari programming nim- 
petitions, this was one of the first vertical scrollers 
and remains a much sought after original gamer 
Descend through the caverJlS avoiding mines and 
picking up fuel. Highly plnyable and addictive, only 
one or twio have made it to I he hE.rttom pf the caverti 
to diseover the secret thal awaits them. 



DISK 

ONLY 


LAST FEIY miHOUT BOX BUT WLFH FULL 
OBlGiNAL mNUAL ■ iOlVffl PRICE 


OUR PRICE £4.95 


TOUCH TYPIHG 

Everyone who uses a ei^mputer needs lo brush up on 
[heir typing and now you ean learn to type like a 
pnifessiunal typist with Ihis eumplEle luiorial, 'I'ouch 
Typing prevents s self paced method of learning hy 
letting you pracliec typing tellers, senlences and pura- 
graphSr The computer determines wnrits per mltiule, 
number of errors and your weak points. Random 
senleilCeS are generated to drill you in those areas. 
Contains two cassettes and inslmetiim manual. 



Previously £19.9$. 

OUR PRICE £4.95 


CASSETTE 

ONLY 



TIME and MAGIK 

Three of l.Hevel famous advenlure^i in one pack¬ 
age. This includes LOKUS OF TI^fF.^ HF.D 
MOON and THE PRICE OF MAfflK to ^ive ytm 
many hours of pui^yLlc solving and exploralinn of 
the unique worlds created by [.evel Q, All these 
gaine.c have received top reviews. Now yuu can (ry 
■ hem at a very .special price 

Originally £IL95 


DISK SOLD OUT 

ONLY 



SILENT BUTLER 


The all rnund personal finance planner that keeps 
track of three hank accounts, maintains Inrame re* 
cords, reminds you of birthdays, anniversaric's and 
impi'irtant dates and generally keeps you up to date 
on your financial Status. 


DISK 

ONLY 


OUR PRICE £6.95 


TYPO ATTACK 

A typing trainer hu.Hed on the ,kpace Invaders emicept 
in which you hone up your typing ski Its by blasting 
falling letters. An ei^oyable way to learn I hat will 
quickly enable ynu lO recognise I he keys withnoji 
having to look ai ihe keyboard. 



Normally £12.95 

OUR PRICE £6,95 


ROM 

CARTRIDGE 


MUSIC PAIHTER 

.An exciUng educational program thal helps io Teach 
muxic by UHing colours instead of notes. Change Ihe 
fifteen supplied samgs to future different Instruments, 
make Ihe notes tuiigrr or shorler nr transcribe your 
own semgsn No musical knowtedge required to make 
your own greal music, Children or adulls atike will 
get greal saiisfaciion from being able to create their 
very own music, 

OUR PRICE £7.95 



DISK 


ONLY 
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/4 ^untAen. SelccUo^ 

More software for your added enjoyment: ranging from adventures to arcade games and serious 
software. Something for everyone in this selection with several new titles this issue. 


MURDER AT AWESOME HALL 


NEW! 


C()lijni;l tian jui^E biHn cnurdtirEtl and j4iu have In the rrinie, Tw nillSl 

'queslion llie suspects, decllle ^‘hich ^'CUpun wuk u.s« 1 P-Iiir Lhu murder und y4Hi musi then 
dEridc in which uA |]ie 2jI> moms Thf imirdfr was HunmEtted, Each linie sou plas the fiame 
there u difFcrent i:ii>\lcry ti» !iDKe. InctudE?; Ltn 'Hn-'xrEen Unor plan amd fleclronic nri|e p^d 
and suspect IkMs, The ccnhputer versduu uf the Eumniis Cluedu' suniu:. 


CASSETTE 

ONLY 


OUR PRICE JUST £1.991 


ARCHON 


NEW! 


.\ hatils nl maiyc between oppH^sihg nij-stkal powers fvup.1il otit oil a cliess board. A 
Liiutnl lid.wren Lighl lliark with ^pelL-s to cash nia|!ic to learn, evil Toes to 
cunquer. .^.rction is une ut the musl highly uritriiBl and highly rated gatnec fur the 
.i^tari and has received lop class cominejils whenever il lius been reviewed. For une or 
Iwu pLayers. ' 


ROM 

CARTRIDGE 


Recommended price £14.95 

OUR PRICE £7.95 


PLANETARIUM 


BACK/NSraCJf.f 


Fun ur education'? bolh really in |hiM fa.'Scin^liEj^ look at the heavens^ Over 
stars, !t8 cousldlalion&. the sula.r syslem and mure than .ftlh deep-shy objeets are 
depkled in Ihis pro^ratn that allows you to view the universe. You can make stelJar 
and planelarv maps, istudy Bclipses. learn about laliludeard longitude and much more. 


1050 DRIVE ONLY 
Please stale 'when ordering if 
you have a US Daublar ftttad 


Normally £16.95 

OUR PRICE £ 6.95 


SCREEN DUMP 1020 



Ownor!: of the IM2(I prifller.'plotler will bt delighted with this utility which huN 
bee^n unuvuiluhle for a long time. Nnw Atari.'Vrtist pklurcs can be dumped tO 
your 1020 in FULL COE.Ol.’R. Just hmit up the tape, KeLee^t your ravmirife 
picture and let the iwillware du the nes:E. 

CASSETTE ONLY 

Originally £14.95 OUR PRICE JUST £2.95 


HOME FILING MANAGER/PAY OFF 

DISK ONLY 

The Home Filing Manager record keepiug vystem thnl simulatL-s index cards, nn 
ynur .Mari, keeps, track nf almiTst anything together with The Pay-OfT Adventure 
- yuur chance In sample an adventure in cLaswie xtyle. I hiis two disk ^et also 
includes some tup class graphics demii.s. 

SPECIAL PRICE - ONLY £1 


MACRO ASSEMBLER 


"I'he Maevn Assembler will allow yuu to create yuur uwii machine language 
games and appLicatinns five times faster than with the .Assembler Editor 
cartridge and il can U:ssemble a.^ many ax LAINl xymbul deli nil ions wilh un limit 
on program si/e. Yull can duplicate Cnde, opIinilaLly asisemhie cude and mndu- 
larixe yuur program. A Program-'l'exl F'ditur ig iuchlded. 


DISK 

ONLY 


Normally £ 19.95 

OUR PRICE £7.95 


ENERGY CZAR 


NEW! 


Du yCiu ehihk IhaL yuu cvuld du better than Ihe pnJilieians'? With tlnergy t'/aryougef 
the ch,nnce to prove yourself by conlrolllng the energy resources uf the US.4. You ciui 
subsidise or tax I tie energy reiaturires, freeze prkes, portrul puHutiun, regtllule supplies 
and sre the results ufyuur aetions. A Nutumal Mptnicai Pull deeidex whether ytiu are 
fired or proclaimed the saviour of the USA! 


CASSETTE 

ONLY 


Recommended price £12.95 

OUR PRICE JUST £1.99! 


KABOOM 

Challenge the Mad Bomber as he tries lu bnmh you uul uf sight. Cun you catch 
his bombs find dowse them tn time? t>r would yuu like to- be the Mad Bomber 
and try tn llatien one of your friends'? Lots of excitedi'CnI Fur une ur two players 
in this addictive aneude game that won awards for llest .Audio and Visual Fffeets 
when it was first relensed. Simple yet addictive. 

car^^Idge OUR PRICE £2.95 


ZAXXON 

One of the all time dassks for the .Atari, Zauiun set new stajidards. when firxl 
isxued. utid was copied many times. Pihil yuur cruft ucruss the un.Et|ue j 
dimensional hatllcdleld shcHjting enemy fuel tanks, unli-silrcraD tanks and mis¬ 
siles before luunehing off through space Idr the ultimate eunnicl with a mighty 
rn-hot - few have got this far! Zuxxcm, otleci enpLed, never bettered and NKVKH 
at this incredibly luw price! 

RRP £7.95 cassf£9.95 disk 

OR CASSETTE OUR PRICE £2.99 


TIMEWISE 


REDUCED PRICE 


M'hy nul use your .Atari as an electronic diary?' Timewise allows you lu keep 
track of nit your appointments and lmportiiii.l dates oa a dally, monthly or 
yearly bs-^is- Now yon can dispense with yxinr diary and let your .Atari do the 
work, [f yuu have a printer 1'imewi.se allows yuu Eu print uut the iofurmatiun in 
a variety uf ways. 


DISK 

ONLY 


Originally £22.99 

OUR PRICE £3.95 


PROOFREADER 

L^ierg of .Atariwriler will he delighted with ihig, the long Inst spelling checker for 
the .Alarlwriler carlridge! PrcHsfreader may he loaded alongside .Alariwriter lu 
give yuu instant uccejis lu a dictionary uf words. If that is nut enuugh yuu 

can add yuur own words as you go. Lrrors are highlighted on screen for 
correction, unusual words can he saved and ynn can look up spveLEings. 

S OUR PRICE £5.95 


BASIC CARTRIDGE 

Why would you want a Basic Cartridge when Ilaxic Is already built in to your 
machine? Well some prograniSh especially some early public dumiaLia prugrams 
won''t run on the Xj.v'XK but they will if you plug in the old version of Ba.sic. 
Much mure convenient than having to hunt ih the uid Itasie from disk and, al 
this price, worth liavLng just as a backup. 

CARTRIDGE OUR PRICE £3.95 
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PIRATE ADVENTURE 

tiiii liL» LicYii a limltlt nf rum V4»u'^tli meet up »'ilh IIk^ pirstleunil hix iJulTv 
hhErd nilh inunv Nlr:iiiK« JXi VUU JlCeiupE tu go 1¥(»m your l.ond'nn 

[III 'I'ri.i'jixijrH,'' IsJjinil. tlum viiu rcuiivur I^Jitj; Joliii ^llvor's IcKi IreaKures? Iluppy 
sHiling mnley. Sc-otl AtlHrn.s timphin- Aclvtniurt: #2 liriiijjix vou ■Euperb llcpin- 
ner's level advcnlure-cnTnplele M-itli gruphiex ami icltul fiji* all ag.tii 


DISK 

ONLY 


Original price £19,95 

OUR PRICE £7.95 


HARDBALL 


AiiiifrniiiM l.eaiiue lia.Mfhull at very tMtiil. .A highly regard erl gurne • ehi-ek aui 
(he review in Ixxue 45 ' I'HL lh»l xpnrtii xintul Jtidn cm Ihe Atari'. Lncik vver (hr 
piK'herx ^vhiirilder u.^ he Ehmivs che ImiM in llie waillnij li'in nf batter^, catcher and 
umpire. In llurdliHlI ynu ean hil, run. sleal, hluiil and (live, change the Hclderit^ 
and dn everylbing you tan do in the rewl game- J inr nine «r twn player:;. 


ROM 

CARTRIDGE 


Normally £14.95 

OUR PRICE £7.95 


STAR RAIDERS II 


USTFEIV! 


I>lsk vertiiun nf Ihis fallow ap to lhe grealtKi t-Haiapu.ier gaiiir. Vuur ml:;:;Lon Is to 
pilot the hotlesi fghter in I he gtilavy - I he Slur ■ m Uexicrny the entire 

Zylnn Masler Force. Y'our wcap^jns: arei I'ulse l.nuprs. Ion {iannnnx and .Surfhee 
.Slar Bursbi. Warp between twn systems, prnle^linK I'riendly Incsex vrhilxl di'np- 
phig Star bur^its on Ihe enemy. Mnre greal aetiun in SUir Knitlrrs t'id.shii»n. 


Normally £14,95 

OUR PRICE £5.95 


JOUST 

llEtn yniiir ht-lmel kLcid. h4:ixt ychur larioe ajid elliiib abnard an osirieh in thii; 
unn«unl iiirH,-ade gannf! I hi ha [lie willi the evil Kiaii.£ai'd Riders in deep spuee. 
Fiemdnelyls In the righi itf yitn. ulwn ngjtx In the lufl. ynu titimt learn to fly sn 
thal ynu svnn'l dir !W very Ftir I'rrhm hcEmr;. ..All the arcade Ihrlils for one or two 
pJay^irx. 

Normally £12,95 

CART*RIOGE OUR PRICE £6.95 


BALLBLAZER 

Anolber fn.im l.ucu.-srim. this Eipp tjiiality split Srcreen game takes place in n 
games arena nflhe fnlore, Vhiu jirr NimppeEl IilIib a knlnfoll hovererafl-like 
vehicle that shims over the su-rface Ei'f Ehsf playfield at 5(1 Euetres per seeo-nd. The 
cpbjeet Ls simple, Just release your Plusmorb through ynnr HippiEEEbiEirsi gEial. Two- 
playee .xJjnullaneouji play with first persnn perspcelive tor hrhth ptuyerx. 

Normally £14,95 

CART^IIDGE OUR PRICE £6.95 


STAR RAIDERS 2 

The origiEEal Mar KalderN is updated wllh better graphics und sound. Your jiEli 
is tn eleitr eueh xeE hir whiixt eEENuriEig lhal the enemy dn nnl overrun plunels in 
another pnrl erf the galaxy. I( will luke xhlll Iee deeldlng which seetnr In vvurp to, 
can ynu afTnrdl tu clear a sechir nr will ycKu have ie» leave ti» defend a plancl and 
relurn lalerl A great fnlkm up tn an hI| (im? elnxxie- 

Normally £14,95 

CARTRIDGE OUR PRICE £6.95 


TENNIS 

tErvuC spiErtx fiEH eiilirr agaiiixL Lhi: minpeter or iLrhttItfr player, singles or deaUcs. h'liireliands 
ard huekhand-s. driving uppE-Eiarh xIihiik, angled volleys., niVErltead vinashes a.nd tricky kibs - 
they gre till here. V4H[ eiyntml ynar pEKiliiEin on ilie enurl and vrhei^ ynu waal (e hit the ball. 
The fleetrunit; seorebourd dis plays (be rcsidts. All the ailiun williuat the SM-eai! 


Normally £12.95 

CARTRIDGE OUR PRICE £6.95 


FIGHT NIGHT 


BACKmSTOCKi 


Fight Night l>rLEig.s you all the llirllls of the bnxing ring as you fuce fivenyf (hr 
mnsi brutal tighierx; rve-r. Mn live .separate hatthe.s are total war with rolontlcss 
actiniv. I'ho Iluxing ConsIrocElun Se-t iElli»ws you aiid vnur Eppponent ht create 
ynur ow'n perfect boxers, scice'ting xtviEEtiEiu. lELlelleet ueeiI ^lyle. Step Into- I he ring 
to pit ynur perfect hnxer againsi (he ccEmpuier nr jiuEiiher oppiEEEeEit. Ii'2 players. 


ROM 

CARTRIDGE 


Normally £14.95 

OUR PRICE £7.95 


STRANGE ODYSSEY 

At the galaxy's rim. there are- E-e'w::ErdM apleEtty h) be harvcsied ft'nm a lung-dead 
alieEE eiv lllv.atlcpn. Fabuhpus treasures ... Hdva.niL-4Ml lift-hBiLilEigles far heyntid human 
hen ... .All Ihl.v ;ittd nmrc awaits the brave galnciic .\ElvaEElurer. hul will ynu he 
able (tv ree-aver the wealth and relurn hnme'.' I’Teparr jEiEErxe-ir fEir a Mrange 
tJdyssey! Adams (iraplilc .Adventure #f6 is a ModcrsHe level advenlEEra. 

Original price £19.95 

om.Y OUR PRICE £7.95 


GALAXIAN 

.AEkEPther arcade ennserskm lha( reUiins u1l epI' the aEldietlvene^fH of'(he (original 
and vtill slands as one of the all ti(ne elasxiies. Blast the galasL jeis a.s they advance 
in rEirEEiiEjiipn and peel ieIT In attack. VVilh one or twEp playevK and Id skill levels 
yEjiE'll be enlertained Thje' a lipng lime. Includes an CHSI.V HBptiEPn hir hegiEUters. 


Normally £12,95 

CARTRIDGE OUR PRICE £6.95 


TAIL OF BETA LYRAE 


LOHIPfilCB 


t Jur A-Z (rf .Alari .Software series suys " 'Flie nil I malt ’Seranihte’ ulipac wKti superb firaphics 
[End EiEasie. 'This lianidhager af .a hnriicirKally scrDHinE shvKii vm up was written by Philip 
Prise, and (he hieejul wiu Iry CaE-y tillhercsaa. Thev later went no bv -nTiie (hr yyiirmalt 
Reality' gsmes.'' This is one of the few nriglEial 'Lki.hsles.' rl^bl up there- wiili ihe top arestde 
IMiiiEh uf aJI tliiia. (Jive yuur eyes, cars smd reaeciims an uiiriErgettahlt; tread 


DISK 

OR CASSETTE 


Original Price £7,95 

OUR PRICE £1.99 


RESCUE ON FRACTALUS 

.Ash iild builds what was one of (be best gai™.'*: I'ver hir the .AThe^L and a gEJEhd 
IKrHjpHErIlou heP th[:m will .■;&»■ Rescue on KrucHdusj. I'hlK game friPin I.Eicjiifilm set 
new htundarElsi isE esEEUpdter games combining n space flight siEimlalivr with a 
rescue mission. SEEper. ever changing. 3-D scenery uh you fly (hnuigh (he- 
mnunlains to land on [he planet ueieI rescue stral'ld'[^d pilnis. 

Normally £14.95 

CARTRIDGE OUR PRICE £6.95 


SUPER BREAKOUT 

IfreahEEuI was the CKtlglnal simple yel lulally ^iddicilve guEiEe a.ELEl tlliit cEEhaUCed: 
veriiiun. will provide even lUnre addictive fun. Several vuriatiEtos ieu the ImikLc 
theme are available Pir uEie to fEPur players (up to on Ihc 4(llkK(inih. Nfl Jh. lhal 
this game requin.'s paddlp eEEn.irnller.s. 


Normally £9.95 

CARTRIDGE OUR PRICE £3.95 


LODE RUNNER 

AEtnIher elasjilc. pcrhitps the best of all plalhErEu games. Ycnu are a hl,ihly Iruined 
(!alariLe- L-oiwrruiEtdn deep in enemy terrilury. Ynur misKinm Ls Iee iEEllllrale all 25 
nf (he eneiiiy’s .suhterraiieau levelH tn rceovcr every Inst pk'ee epF gHjhI. Veeie are 
equipped with a laser ilrill pistEhl hut you'll need cunning, speed and tigililyr 
l-ode^ Runner inehidH.'w a. EEEEivjue extra lhal allows ynu In create your tKwn levels. 

Normally £14,95 

CARTRIDGE OUR PRICE £7.95 


ONE ON ONE 

l^ay Ipa.shull'Eall wKJi lw(s of .America's Inp players in (hLs grejil sipEjrts KiiikulalHtj!i 
whiETh I'ealiires realistic nffeiislvc and defensive nKiven. fatigue faetEirs. hE»t 
streah:», a sbiil L-liiek. eveu instant repay and a shadering bachlatardt l.ihe the 
gume nf baskelball itsH.'ll', {InewawOUL- rewards you for playing w-lih ynur head 
as well an your hands. 

Normally £14.95 

CARTRIDGE OUR PRICE £6.95 


DESERT FALCON 

.-A versiEPEi ipf (he classic Blue \lax that finds veeu Hying avrEiss Ibe daserl JisdlaEiu 
,|inie* style .sea held a g for hieroglyphics hidden in Ihe desert isands, Trm net'El tih 
v^urvive hvng enEaigli Iee JaslENjy Ihe howling Splilnx. The longer ynu survive and 
the furl her you prsieecd. the impre peril£»u.s your mission becomes. ]f you destrE»y 
the 8^phinx yitu gel lo gi^in (he Ipeneius rpiuud for even Idgher pnintH. Four levels. 

Normally £14.95 

CAR^^GE OUR PRICE £7.95 
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ORDER FORM 

ALL ITEMS FOR XL/XE 


SERIOUS SOFTWARE 


Qty. 

Ttlle 

PriCfl 

T0iai 


ATARI MUSIC 1 

£ 9 95 



ATAR1MUSIC II 

£ 9.95 



ATARIMUSIC BOTH 

£17.95 



BASIC CARTRIDGE 

£ 3.95 



HOVE RUNG UAHJ PAY OFF 

£1.00 



111V TO PnOGRAMMIRGa! 

£2.95 



JUGGLES HOUSE 

£5.95 



JUGGLES rainbow 

E 5.95 



JUGGLES RAINBOWiHOUSE 

£ 9.95 



JUGGLES RAINBOW-DISK 

£5.95 



LETTER WIZARD 

£ e,951 



MACROASSEMBLER 

£ 7.95 



MASTERTYPE 

£2.95 



MICROSOFT BASIC 

£5.95 



MUSIC PAINTER 

E 7.95 



PLANETARIUM 

£5.95 



PRINT SHOP GRAPHICS 1 

£4.95 



PRINT SHOP graphics 3 

£4.95 



PRINT SHOP (BOTH) 

£8.95 

' 


PROOFREADER 

£5.95 



SCREEN DUMP 1020 

£ 2.95 



SKYWRITER 

£4.95 



SILENT BUTLER 

£6.95 



TELELINK 

£400 



TEXT WIZARD 

£ 7.95 



TIMEWISE 

£ 3.95 



TOUCH TYPING 

E495 



TYPO ATTACK 

£6.95 


Total 



WAR GAMES 

Qly. 1 

TiHe 

Prks 

Tolal 


EASTERN FRONT 

£495 



CONFLICT IN VIETNAM 

£4.95' 


1 ICRUSADE IN EUROPE 

E 4.95 



DECISION IH THE DESERT 

£4.95 


Total 



GAMES SOFTWARE 


Qly. 

Title 

Pice 

Total 


ARCHON 

' £ 7.95 



BALLBLAZER 

£6.95 



CAVERNS OF MARS 

£5.95 



DESERT FALCON 

£7.95 



ENERGY CZAR 

£1.99 



GALAXIAN 

£ 6.95 



HARDBALL 

£7.05 



FIGHT NIGHT 

£7.95 



JOUST 

£6.95 



KABQOM 

£2.95 



LAPIS PHILOSOPHORUM 

E 1.99 



LODE RUNNER 

£7.95 



MAXWELLS DEMON 

£1.99 



MR ROBOT-CASS 

£1.99 



MR ROBOT-DISK 

£1.99 



MURDERAWESOMEHALL 

£1.99 



ONE ON ONE 

£6.95 



PIRATE ADVENTURE 

£7.95 



RESCUE ON FRACTULAS 

£ 6.95 



STAR RAIDERS 2 

£6.95 



STAR RAIDERS II (DISK) 

£5.95 



STRANGE ODYSSEY 

£7.95 



SUPER breakout 

£3.95 



TAIL BETA LYRAE-CASS 

£1.99 



TAIL BETA lYRAE-DISK 

£1.99 



TENNIS 

£6.95 



ZAXXON-CASS 

£2.99 



tZAXXON-DISK 

£ 2.99 


Total 



BOOKS 

Qly. 

Tille 

Price 

Tolal 


EASY PROGRAMKIING 

sod 

DOUT 


THE130XE HANDBOOK 

£3.00 



MICRO ENQUIRER 

£2.00 



ATARI ADVENTURES 

£1.50 



WRITING STPATEGY GAMES 

£1.50 


TOTAL 



99p CASSETTES 

Oly. 

Title 

Prioe 1 



BLACKJACK 

£ 0.99 



HANGMAN 

£ 0.99 



SCRAM 

£ 0.99 



STATES & CAPITALS 

£ 0.99 


Total 



PUBLIC DOMAIN ETC. 

Qty. 

rule 

Price 

TcIbI 


ISSUE 52 DISK 

l E 2^95 



S-BIT REFERENCE GUIDE 

£ 6.95 



TURBO BASIC 

£ 3.95 


Total 



PAGE 6 SOFTWARE 

All m disk unless shown 

Qty. 

Tide 

Price 1 

Total 


TRANSDIEKIV 

£19,95 



TARITALK 

£19.95 



MINI OFFICE II 

£14.95 



iSPELLME-Disk 

£6.95 


Total 



FREE NIBBLER - 

IF OflDffi TOTALS £1B Of more (ex. postage) 

DISK ONLY- TICK IF REQUIRED □ 


TOTALS 

Software £ 

Books £ 

Post and Packing cn abQv& £ 1 .OO 

PubHc Domain £ 

PAGE 6 Software £ 


TELEPHONE ORDERS 0785 213928 


Total £ 


Jlfoff goo(i$ will be fie$p$tched wittiin a iew 6ay& up io 2S days for 

Tiellvety - Plaa&e fae\ iraa to copy form jf you do not wish to cut ffre mgeim 


Name 

Address 


r~l I enclose cheque/P.O. for £ 

□ 1 authorise you to debit my credit card 

□visa □ access □ eurocard □ mastercard 


My card number is: 


Total Order £ 

OVERSEAS postage PLUS 15% £ 

Total £ 

Please make cheques payable to PAGE 6 

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, 


□□□□ 

Expiry date: [□[□ [□[□ 


Signature 


Please ensure that the name and address shown are 
the same as the cardholders. 

ST161DR Tel. 0785 213928 FAX: 0785 54355 
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•-»'•* y-r 


CORE Desi^rns have /ust released what they cfajm is the 
ultimate helicopter srmuiatron, the pictures iook good 
and we'fi try and bring you an in-depth review next issue, 
meanwhiie here's what it's afi about. 

The United nations has decided to commission an eiite 
team of piiots to head a new crack assault team to 
defuse crisis situatiens around the worid without provok- 
iog a fuii scale war. This team wrii be known as Merlin. 
The very latest technoiogy has been put at Merlin's 
disposal which includes a newiy commissioned^ ntulti- 
roie helicopter gunship employing state of the art tech¬ 
nology and firepower - the AH-73M THUNDERHAWK. 

The game begins with an intro sequence showing the 
presidential defence advisor ianding by heiicopfer at the 
White House for an appointment with the President. The 
President announces a ‘Situation Critical' and the game 
commences. After entering your name as a pilot you 
are taken to the brieftng room where you choose your 
mission from six worldwide locations. Once seiected, 
biack and white satellite footage is shown to help guide 
you through the terrain. 

Each campaign is split into 10 missions and the overaJi 
achievement in a campaign is determined by how well 
you do in each section. For example if you take out a 
mission ob/ective but miss some key targets you wrii 
affect the team's performance as a whole and you risk 
being taken off the team and returned to West Point for 
further training, 

Most of the controis of the game are with the mouse, 
including weapon selection and targeting with the 
keyboard used mainfy for views from the helicopter and 
of various maps, Simulated views are included from 
every angle of the helicopter as weli as from the target 
Itself and the missile (who's being watching the briefings 
from the Guff War then?]. 

All in all, looks promising. 


Tkis is if fcs.tolja fc*/ 
be seiee ii ai 2100 hM 
neei ai^tsiwts m I 


t':^/rcm JIH 7Sn^ T-iLr\L}EKtL‘lWK 
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WITH YOUR ATARI 


T he Yamaha PSS-7yO is rurrently one of the 

best selling MIDI equipped keybc>ards - under¬ 
standably so, as it can make some great 
sounds. If you're one of the many people who 
bought one to use with your computer you 
probably don't think so highly of it though, as it exhibits a 
rather nasty problem when used with sequencing software, 
The problem was brought to my attention by fellow Page 6 
contributor John Sweeney, who recenUy bought a PSS-7yO 
for his sons- Howewer hard he trleel he couldn't successfully 
record a new sequencer track played in from the keyboard 
while listening to a track already recorded - a fundamental 
requirement when MIDI sequeitcing. Ttie new traerk always 
had the first track's contents mixed In with its own. 'I'hc 
problem eonipounded i^iLti each additional track recorded, 
depriving each track of its independence and making the 
PSS-790's Triultttlmbra! capabilities \drLually unusable, Using 
different software had no effect cither. 

Tlie problem lies In Ihe PSS-7yO’ft internal operating soft¬ 
ware. held on a ROM chip inside the keyboard. For some 
reason Yamalia designed it such that MIDI commar'ids sent 
to the Uistmmcnl's MIDI IN port are echoed back ont 
Uirough the MIDI OUT port along wiQi anything played from 
its keyboard - not what you want at all! Prcalous PSS series 
instil]merits did this Uhj, but they could also circumvent the 



John S Davison 
discovers a major 
probiem with the new 
PSS-790 synth 


or directly from Yamaha at tficir Milton Keynes HQ. phone 
ntimher 0908-366700. Fitting it involves some soldering, and if 
you can’t manage this yourself Yamaha ean do It for yon. If you 
deliver the instrument to them. 

Unbelievably, Yamaha expect you to fork out £23,50 for the 
ROM! However, it docs include some minor new functions, so 
it's not Just a straight problem-fbdng ROM swap Even so. 1 
think they've got a cheek expecting their customers to pay for 
such a serious design flaw. Come on Yainalia, do the dec^ent 
thing - make tite ROM available FREE to anyone needing itt 
The goodwill generated will lar outwreigh any cash you might 
make from it, 

A further twist to the story is that the PSS-790 has just been 
siiperscded by the PSS-795. This is mainly a cosmetic update 
of the 790, but it does add Qie odd new feature, such as a 
sustain facility, Mtire importantly, it's already fitted with that 
new ROM. The price has been cut too - at £199.95 it’s £30 
cheaper than the PSS-790! 


problem by using a form of MIDI "Local Off mode (wrhich 
Yamaha call MIDI mode 99) activated by a special button on 
the front panel. 

This button has two edects. Firstly, it switches the Instru¬ 
ment into mnltitiinbral mode, allowing many different sounds 
to be played simultaneously from a sequencer. Secondly, it 
disconnects the instrument's keyboard from the sound 
generation circtiftry^ arid ensures only MIDI messages result¬ 
ing from key depressions are transmitted via MIDI OUT - 
exactly what’s needed for MID-I sequencing. This has to be 
used in conjunction with a sequencer’s "MIDI echo" facility 
[aka "soft MIDI 'I'HRU"). Otherwise you can only hear what's 
playing from ttie sec|ueneeT tracks, and not what you're 
playing along with it from the keyboard. 

But guess what? Yamaha fiave left that vital ljutton oiTthe 
FSS-790, and didn't provide its operating system with an 
alternative way of handling the required .switching, Tliis ren¬ 
ders the instnimerit almost useless as the main Instrument 
in a computer based MIDI system. Arrrggghhh! 

REPLACEMENT ROM 

The good news is that Yamaha have admitted there's a 
problem and have produced a replacement RDM to fix It. 'l o 
get the ROM yon need to order part number LK001520 
(PSS-790 System ROM), eiQter via your local Yamalia dealer 


THE MORAL? 

This wrhole episode Illustrates how' careful you have to be 
when buying hi-tech music equipment- The fact that. Oie PSS- 
790 is ''MIDI equipped" means nothing Ln this ease - it Just 
won't do the Job most Atari users want it fer. But how can you 
avoid getting caught like thls’7 Well, 1 believe the best Insur¬ 
ance is to buy from a reputable musical instrument dealer. A 
good dealer will be able to demonstrate tlie in-strument actual¬ 
ly performing the tasks YOU want ft to do, so you ean check It 
out BEFORE buying. Many dealers now have MIDI demo 
rooms eqtilpped wilh Atari ST (.and other) computers, and are 
happy to hook up an^rthing you’d like to try out - using your 
owTi favourite music software if required. Just try' getting that 
sort of service at Boots or Dixons! 

For your part, you have to play fair. Don’t use the dealer's 
demo facilities then buy from a eut-price electrical goods store 
down the road! Buy from the inan providing the real service - 
he may charge you a little more, but it's wrortlri it for the pc:ace 
of mind. And if things do subsequently go wrong he’ll usually 
help you 1L\ them. Even better, if yoti look in the enthusiast 
magazines such as "Music Technology" or "Sound On Sound'’ 
you'll lind dealers ofTerlng good sertice AND a disooiint. 11 
you're really lucky there'll be one near you. so you can enjoy 
the best of both worlds. 
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B aseball is tliai oUicr 

strange American sport 
thej' show on Satellite 
and late night Channel 4. It is 
the one that, looks like rounders 
played by teams that seem to be 
wearing their pyj amas. How^ever 
strange ll might be it is game 
well represcriLcd on the ST with 
the Hard Ball games being the 
best i have seeti to date. 

Domark/Tengen have pro¬ 
duced a game with a strong 
front end that appears to be a 
good simulation. Faokaged with 
free cap oilers and an instruc¬ 
tion book that explains the rules with 
only a couple of major errors, the presen¬ 
tation Is fine. My own knowledge of Base¬ 
ball grew owing to iny American Football 
following of the L.A. Raiders and their 
bi-sport.ing star Bo Jackson, I was most 
impressed to see him well represented in 
tfiis game both by statistics on paper and 
by playing style from the computer. 

Baseball is as inherently simple a game 
as cricket, and conversely as difficult to 
grasp conceptually. Damon's mugs guide 
is as follows, Nine people comprise a 
team altlnough there is a wide range of 
substitution available. The object of Uie 
batting team is to score nuns as per 
rounders w^hile the pitching (or bowling) 
teajti wish to stop them hy retiring three 
batters. This happens nine times for the 
away team and eigfit (if they have won) or 
nine times for the home team. 

'I'here are several rules about no balls or 
bad hits that will either progress team 
members through bases or help batters 
retire quicker. At best the thing to re¬ 
member w^hen batting is to hit the ball 
hard and straight and run a lot and 
when pitching thrown it hard and catch a 
lot. Like most American games this sport, 
produces prodigious amounts of statis¬ 
tics from simple batting and pitching av¬ 
erages to conipltcated equations sur¬ 
rounding base running speed or pitcher 
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endurance, 

KHl. seems to make a strong attempt to 
put these factors into balance and pre¬ 
sent teams with differing make up. It 
allows the players to play either two 
handed (the best method) for a best of 7 
series or against tlie ST [more frustrating 
since it is rather good], with teams of 
their cJiolce selected from the actual 
teams In the league. Here the game has 
the notewortiiy endorsement of the gov¬ 
erning body of baseball the MtJL which Is 
rather like having the Test and County." 
Cricket board endorsing a cricket simula¬ 
tion. 

Gameplay is joystick or keyboard orien¬ 
tated and consists of the pitcher signify¬ 
ing readiness the batter looking ready 
and then positioning the pitcher - select¬ 
ing the height, speed and t>"pe of pitch - 
and the batter by moving around the 
plate (like a crease) until in the best posi¬ 
tion to belt the ball and take off to first 
base. Usually, espeeialiy agaiiisL the 
computer's pitchers, you just miss three 
balls and the next guy comes for ritual 
sacrifice! Should you make a hit ttien the 
Jny"stlck offers the choices of stopping at 
first base or tiylng to continue to subse¬ 
quent bases in the hope you won’t be ruil 
out. If yours is the fielding side sev'eral 
obstsiiatc players all head off towards the 
ball and you hope to piek it up and re¬ 
turn it in time to run out or stop a bat¬ 
ter's advance. Again the computer is bet¬ 
ter at these things titan the human. If a 
hujiian can score against the computer 
there is a definite feeling of achievement 
and the feeling related to seoring the 
home run is not far from elation! 

Graphically the game is slick, offering 
windowed shuts of base runners and 
pitcher. Ac don is last and until the pitch¬ 


ers Jiave tired a little, very fast. 
In the real game tlie balls 
appear at approximately LOO 
mph and thus the simulation 
does need to be fast. 1'he crowd 
roar in appropriate places and 
the electronic scoreboard shows 
typically American style 
graphics. 

As a baseball simulation RBI is 
not a great deal dilTercnt to the 
others on the market. In some 
respects more glitzy and I think 
possibly more accurate In its 
statistical relevance but in 
others very much part of the 
common mould. In some ways it lacks 
tfic intelligence to select the correct fiel¬ 
der althougli in otlicr plays it shows 
great sophistication of tactics. 

[ w’a-s most impressed wltli tlie way the 
California Angeis, a team noted for high 
risk ba-se stealing but fairly weak batting, 
□ffered a great number of steals w"henev 
er die chaiiCc presented itself The com¬ 
puter vs computer mode ga%"c a fairly 
accurate display of the statistical base 
and as such was entertaining to w"aLeb, 
One possible use for this would be for 
Baseball board gamers wishing to decide 
the outcome of other matches In a sea¬ 
son let the machine paly them out. On 
Qie other hand it is nearly as entertain 
ing as watching the real thing. 

My feeling about Qiis is that until a 
proper cricket sim comes out bat and 
ball players may well have to use Base¬ 
ball as the only relief to frustrations ielt 
with the end of the season. I enjoyed this 
game and spent many hours tr>"lng to get 
Bo to beat i.he Toronto Hliiejays. 

• SIGHT Si SOUND - both are good. u?ell 
drawn acreeris und ihc scoreboard 
adds to the Jim toifh snrrtpled crowd 
noises the Thimj:p’ qf a itfell 
stnwk hall 

• GAAIEM-AY-accurate a Pid/ns I Ish. 

Thct idiocy of the fielders does oTefraci! 
al limes though 

• VERDfCT J loved iL never mon a 

game (he rttachtne thoLtyh. 

olherujj'se .great. If Baseball tempts 
you go out and trg this 
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ON YOUR ST 


Part 2 


O ne of the games we looked at in 
the last issue was ALarfs tiack- 
gammon. Tills is part of a series 
from Atari called Mindgames. Also in Qie 
series are GO-MOKU/RENJU, BRIDGE 
MASTER, and BRIDGE TUTOR [ti\e Go 
advertised uii the back of the boxes was, 
alas, never published). 


START BIDDING 

start wiLti Orldge, There are two 
parts to a hand of Bridge: first the bit 
where you argue about which suit should 
be trumps and how many tricks one side 
is going to try and win - this is known as 
die ’bidding’: then the ‘play' whore yon 
play whiat with one of the bands face-up 
- whoever won the arginnent gets to play 
his partners cards as well as his owm so 
that he has more chance of winning. 
Bidding the right 'contract’ (l,e, how 
many tricks and which suit for trunipsl 
la eruclaJ to the game, so many conven¬ 
tions have grown up to allow you and 
your partner to give each other as much 
information as possible v^ltbin the very 
limited range of things yon are allowed to 
say during the bidding. One of the stan¬ 
dard systems used by many people in 
tills country is called Acoh The system 
used by the Atari games is called StEiri- 
dard American by the Tutor and Acol by 
the other- Although tt may be an Amer¬ 
ican variation of Acol it is not one which 
is commonly recognised In this country', 
and since the BRIDGE TUTOR does not 
provide a full description of the 
conventions H nor any guidance 
as to w'hy it wants you to bid or 
plav its 100 hands In the way It 
does. I suspect it wll). not actual¬ 
ly be of any use at all unless you 
can get a good book on Stan¬ 
dard American bidding conven¬ 
tions. 

BRIDGE MASTER is rather 
more useful in that it deals ran¬ 
dom hands and rather than 
forcing you to bid and play what 
it thinks is correct It allows you 
to proceed as you wish. It will of 
course still respond in its own strange 
version of Acol during Lhe bidding: again 
the documentation is inadequate and 
you will nec'd to find a book which 
matches its conventions In order to get 
tlie most out of It. 

As so many traditional games 
which have been converted to the com¬ 
puter, most of the initial programming 
has gone Into making it actually play the 
game. The only one which has really 
progressed sigiiitlcantly past that point is 


Chess - this has had so much attention 
paid to it and so much competition to 
produce a wnrld beating program ttiat 
there are now some very strong Chess 
playbig programs around. We should not 
be surprised to find, tlierefore, Qiat the 
Bridge programs do not play a particular¬ 
ly strong game - hopefully that will come 
in tlmcE (In fact neither of these seems to 
have been veiy' well designed to make 
them easy to play eltherl) 

If you would like a cheap card game 
w'hicli HAS been Implemented beautifully 
Eirid plays weU then have a go at CRIB- 
BAGE on Page 6's PD Diskette ST92 - 
iliere are no instrucLions with it so you 
will need to find out how to play from a 
book if you don't already know, Cribbage 
Is an excellent game and this version has 
e^'ery'diing. right dowTi to details like call¬ 
ing you ''Muggins"' and claiming your 
points for itself If yon don’t w^ork out your 
score comettly! 

The final game from the Atari Mind- 
games scries is GO-MOKU- This is an 
oriental noiights-and-crosses game play¬ 
ed on a large board wherein the objective 
Is to get FIVE of your men in a line. The 
program plays quite a good game on 
levels L and 2 with good response times. 
But fji\ le^'el 3 it was taking more Lhaji a 
minute to make some of its moves, and 
on level 4 it took an hour and ten mi¬ 
nutes to make its fourQt move! I tried 
level 5 once but gave up waitingl I doubt 
if many people are goiJtg to be willing to 
spend that long playing noughts-and- 
crosscs and since there is no Save opUoJi 
] don't really see the point of the higher 


levels - did anyone actually test this? 

My other niggle is that it is not very 
polite! You see, w^hen I was taught to play 
Go-Moku (many years agol) I was taught 
that you should always announce a line 
of three or four stones which, by Itself, 
could force a win in two or one moves 
respectively: this is to ensure that you 
don't win too easily Just because your 
opponent hasn't noticed tui obvlouEs 
mcw'c. Unfortunately the program has not 
been taught to be polite! 
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GAMES 



Left - BRIDGE M/\STER 

Aboi.'f? - GO MOKLf 

Right ■ GO 


Far thoEiie wha master the basic ^ame 
there: is a second version pro\rided - the 
rather more serious i^jame of Renju. In 
order to prevent too easy a wiii by an 
expert Black player (Black always goes 
first and has a slgjiiflcant advantage) ^ 
there are restrictions in Renju on the 
patterns which Black Is allowed to fonii, 

Go-Moku ts good ftm, and [provided yon 
don't mind the slowness of the higher 
levels) the variations in board slxe, Renju 
and playing either Black or White vit.I1 
give you many hours of enjoyTTient. 

Soinethiiig that looks like Co-Moku, but 
Isn t, is PENTE on Page e’s PD Diskette 
ST55 (along with an excellent versioii of 
Simon and various other goodies]. I be¬ 
lieve it ts a fairly recent American inven¬ 
tion - as usual they decided they could 
improve the game by adding things to it (I 
have nev'er forgiven them for adding Jok¬ 
ers to Mah-Jongg]] The main difference is 
that if you have exactly two pieces in a 
row they' can be cap Lured and taken oil' 
the board if the enemy can get a maii at 
l30th ends of them. ([ tlilnk there may be 
some other variations^ such as extra 
ways of winning, but I can’t check as 
Pente is not currently available in this 
country.} 

I ha^'en‘t found a computer version of 
Mah-Jongg yet, though CDS are working 
on both MaJrt-Jongg and Bridge at the 


Tito ugh you may never have heard of it 
Go is played by over 10 million people in 
Japan, nearly 400 of whom earn their 
living as Professional Go*Players * the top 
title is worth 38,000,000 Yen (over 
300.000 dollars)! There are another 10 
million players in China, 4 million in 
Korea, and many more every'whcrc in the 
world - there are over 50 Go Clubs in the 
British Co Associaclon, so there is prob¬ 
ably one not too far from youf 
The rules of Go are very simple - 
you start with an empty 10 x 10 
board. Black and white take It In 
turns to place a stone on any 
empty point. There are two objec' 
th''es: mark off areas af territoryr 
[eaeh point you own is worth one 
point}; and surround enemy 
groups (each stone captured is 
worth one point). That is basically 
all there is to it1 But working out 
whether a group of stones Is safe 
from capture can be quite com¬ 
plex, and learning how to win will take 
you a lifetimef Just as with Chess there 
are many books on how to improve your 
play, especially on the openings; these 
usually lake place iii the corners of the 
board which arc siraiegieally important. 
Go is on a similar intellectual level to 
Chess, with the added complexity that 
there are usually at least four major bat¬ 
tles going on (as a, result of the opening 
moves in the corners), and that these 
battles interact with each other, 

A beginning player is assigned a rank of 
35-kyu [student) and if you play regular¬ 
ly you can improve by about a kyu a 


of good. Go relies too much on intuition 
and pattern recognition, so some major 
advances in /Yrtlllcial Intelligence will be 
required before we get a dan-level com¬ 
puter program, 

F'ort.iinately for 99-9% of i.he people 
reading this article, you arc NOT 10 tn 
15-kyu yet and it will Lake you a long 
time to get Lbicrt:, so, unless you are 
already an experienced Go player, you 
wiU be able to enjoy many, iiiariy games 
of Go against this program. You can 
practice by playing on smaller boards, 
setting the computer's strength from 1 to 
100, and using the standard Go hand 
icapping system which allows players of 
different strengths to play against each 
other. The program will also give you 
hints on where to play next. 

If you like board games you should defi¬ 
nitely 115 ' th-her against ottier players 
or against the computer - preferably 
both! If you wish to learn more about Go 


Dtst FiLf PJbl Hctm bmp PreftrtMPS 





or find your local Go Club then contact 
the British Go Association Membership 
SeCretarve Brian TiiiiminS, The Hollies, 
Wollerlon, Market Drayton, Shropshire, 
TF9 SLY (0630-84292). And if your local 
shop doesn’t have any Go sets or books 
on Go, tiy the Ishl Press, 20 Bruges 
Place, Baynes St., London NWl OTTE 
[071‘284-4898), 

by 

John Sweeney 


moment. However if you would like a 
game which uses Mali-Jongg tiles you 
will find SHANGHAI on Page 6 Diskette 
Srr43. Shanghai Is a patience game play¬ 
ed using Mah Jongg tiles and has no¬ 
thing at all to do with Mali-Joiigg Itself 
[which is basically Chinese Rummy/ 
CEinasta], The tiles are shuffled and for¬ 
med into a pattern on the streen - you 
must remove malefiing pairs from the 
edges to clear the whole board. Some 
tiles are stacked on top of each other - 
different heights being marked by diffe¬ 
rent border colours. The borders are not 
as clear as they might be. but the game 


w'cek up to around 20 kyu. You need to 
play and study a lot more to get further 
up the scale and it usually takes a few 
years to get up to near 1-kyu, The next 
step after 1-kyu Is 1-dan [master] and 
then it reall>f gets tough’ 

Sadly, despite much effort by the 
Japanese, Go is such a complex game 
that current technology' cannot produce 
a Go playing program much better than 
around 10 to 15-kyu. WTiereas in most 
Chess positions there are only about 30 
possible moves, for the first 100 moves of 
a Go game there are over 250! So the 
usual look-ahead techniques are not a lot 
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COMPUTER AIDED DESIGN 




S ome time a ffener- 
ous friend i^ave me a sue 
pnen colour plotter, 
which was surplus to his re¬ 
quirements. ] dreamed up aU 
sorts of grand ideas about how 
] could use it - producing over¬ 
head projector foils for busi¬ 
ness presentations; diagrams 
to illustrate articles l write’ 
drawings for IJIY projects: 
music transcription: poaters: 
computer art - the possibilities 
sccriicd endless. However, dis¬ 
illusion soon set in, as 1 
couldn’t find much software 
that could drive it, and that 1 
did find was veiy expensive. 

Plotters ate hard copy devices like prin¬ 
ters, but in operation they^'re more akin 
to the drawing of vector graphics in col¬ 
our on a monitor screen tliari to tiormal 
printing. Unforturiately thougli, you can’t 
just reroute screen graphics conimajids 
to plotters, as they use their own specific 
coniJiiand sets. As In most areas of com¬ 
puting a de facto standard has enieT]ged 
for this, It’s the command set originally 
developed by Hewlett Pairkard for Lticir 

John S Davison 
investigates a 
low cost CAD 
package that’s 
surpringly 
versatile and 
which can drive 
several output 
devices 


own range of plotters, known as HP-GL 
(Hewlett Packard Graphics I^anguage), 
and most makes of plotter (including 
mine! now^ i^se it. 'I’o get any use at all 
from my new toy I was ft}rccd to write 
BASIC programs which sent raw HP-GL 
commands to it. Needless to say. the 
plotter soon fell into disuse as 1 just don’t 
have the Lime for programming. 

Tlien Mierodeal started advertising [Was¬ 
ter CAD. 1 couldn’t believe my eyes when 
I saw It Included plotter support and cost 
only ii29.95! Surely it couldn't be ariy 
good at this price? V^^lien I noticed it 
originally sold for around £150 I couldn't 
resist Iryorig it, arid the requested review' 
tropy arrived shortly afterwards! 

COMPUTER 
AIDED DE^SIGN 

Master CAD is a computer aided design 
program, originally written in Venezuela, 
of all places! It allows you to quickly 
produce three dimenslona({3l>) designs 
by translatiJig two dimensional (20) 
drawings Into a 3D workspace. These de¬ 
signs may then be viewed from any 
angle: printed or plotted on paper; and 
written to disk as objects which can later 
be ineorporaLed into other designs. 

It’s supplied on two single sided disks, 
but these can be combined onto one dou¬ 
ble sided disk or Installed on a hard drive 
if required, it runs on any S1’[E) with 


1MB memoiy' or more, and 
altJiough it's OK on a single 
floppy drive system, two drives 
make life easier, it. runs in 
medium resolution using three 
fixed colours - white, blue, and 
orange (w’ith no way of chang¬ 
ing them) or high resolution 
monochrome. 1 much preferred 
the latter version for its clarity. 
Tlic package also Includes an 
excellent 27 page j I lustrated 
(and Indexed!) manual, which 
contains detailed descriptions 
of Master CAD's functions as 
w'ell as a clearly written step- 
by-step tutorial on how to use 
the major procedures. 

There arc two main workitig screens - a 
design screen pro\ddtng 2D drawing and 
3D projection facilities, and a 3r> screen 
for viewing the 3D objects you've created. 
In addition there’s a completely separate 
Output program for printing and plotting 
hard copy of your designs. 

'iTie design screen provides a window 
into a eartesian space measuring about 
2300 MILES in each positive or iiegative 
axis direction. Well, that’s w'hat it claims 
in the manual! In otlier words, you have 
a HUGE drawing hoard to w'ork on, but 
what you can get on it depends on your 
S'i’’s memoryr size, of course! Tlie screen 
consists mainly of a draivLng window, but 
along the bottom edge is a tivo line 
''monitor" area which continuously dis¬ 
plays useful information. For instance, X, 
Y, and Z coordinates of the current cur¬ 
sor position; the cursor’s relative position 
from a previously selected point: the cur¬ 
rent drawing tool in use: the current view 
selected; and other helpful stulI. At first, 
there seems to be no menu bar, taut mov¬ 
ing the cursor to llie top of tJie screen 
causes it to Suddenly appear. Tills pro¬ 
vides access to all the facilities needed to 
create your 3D design, 

Tlie File menu contains not. only the 
expected load and save object facilities, 
but also the means of saving your de¬ 
signs as special printer/plotter files used 
by the Output program, or for saving 
Degas format picture files [in PI2 or FI3 
format} for use with art programs, de¬ 
sktop publishing packages, and other 
utility programs. You can also import, ob^ 
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jects frojn other Master CAD tiles, allow- 
in|^ yovi to build up sets of conitiion ob¬ 
jects for Incorporating into other designs. 

The Control menu provides such facili¬ 
ties as toggling on/off the screen rulers, 
grid, and snap functions used to help 
you draw accurately: for choosing metric 
or Imperial units for measurements: . 
Jioomlng and centring the screen to show 
the required level of det.ajl; and other 
similar facilities. 

Tfie remaining menu bar items are 
mainly concerned with producing the de¬ 
sign. Drawing tools provided include line; 
rectangle; regular polygon wufi up to 99 
sides (Includes cinde? and ellipses); irre¬ 
gular polygons; polylines; and arcs. You 
can also add iLmitcd amounts of text - 
and even this can be projected Into 3D if 
requircdl Within a drawing you ran select 
Individual points, lines, complete objects, 
or the whole drawing and perform 
various processes on the selected items. 
"I'hese Include move, copy, delete, rotate, 
multicopy, multicopy with rotate, rcs- 
cEile/repnoportion, plus horizontal and 
vertical mirroring about a chosen axis. 


AUTO 

DIMENSIONING 

One feature worthy of special; mention is 
Master CAD's automatic dimensioning fe¬ 
ature. Mark any two points Lu your draw¬ 
ing and Master CAD will measure the 
precise distance betw^een them then draw 



in dimension lines labelled with this me¬ 
asurement, This could be a real tlmesav- 
er if you're producing plans from which 
somelfiiing will be built. 

Transforming a 2D drawing into a 3D 
objecl is achieved quite simply. You 
either spin the 2D object about a chosen 
axis, or project it betw^een two user de¬ 
fined plane.5. So, if you spin a circle 
about a diameter you produce a sphere. 
Spin it about an axis wiiicli doesn't in¬ 
tersect it and you make a toroid. Project 
It between two parallel planes and you 
produce a cylinder. Get the idea? The 
degree of spin and number of steps in the 
spin may be user specified, as can the 
angle between the planes, giving plenty of 
flexibility to produce the sliapes you re¬ 
quire. Objects produced in this way may 
be used like building blocks: you can 
combine them to make even more com¬ 
plicated designs. Objects needing a com¬ 
plex profile may be produced by drawing 
one half of the profile with the polyline 
tool, then rotating Ltiis around the 
appropriate axis, niat's how I produced 
die pottery' designs I've included here as 
examples. 

Having created a 3D object you then use 
the 3D screen to \1ew It from literally any 
angle and distance - even from WITHIN 
the object itself if required! So far your 
design has been showTi in wire-frame 
form, but if you want it visualised in solid 
form Master CAD will shade its surfaces 
to give a "stjlid 3l>" appearance. If you 
don't like the default shading paltem you 
can choose from a selection ofoQicrs. 

PLOTTING AND 
PRINTING 

When you’re 
happy with your 
design you can 
save it for proces¬ 
sing by the Output 
program, which 
handles both prin¬ 
ter and plotter 
output. It Supports 
Dpson FX-80 and 
conipatltale dot 
matrix printers, 
and produced 
clean, accurate 
drawings on my 
Star SC-10. It also 
supports the Atari 


SLM304 laser printer, but I didn't have 
the opportiinlt>f to tiy' this out. It uses 
GDOS, so w'ould probably support any 
pilnter wiUi the appropriate printer driv 
er, although the manual didn’t mention 
this. 

On the plotter side it supports tliree 
■specific models of Hewlett Packard plot¬ 
ter: the ColorPro, the 7550A. and the 
7570 - or compatible models. Mine's an 
ICL GP-1700, HP compatible via HP-GI.. 
Connection to the S'f Is via the RS-232 
serial port, using a serial cable wired 
"null modem" style. 1 had to experiment 
with the plotter's DIF* switches and the 
STs ftS-232 configuration settings belbrc 
the plotter fully understood w'hat Master 
CAD w'as sending It, Even Lu ally though 
everj'thiug worked fine, and the program 
produced the expected hlgli quality plot¬ 
ted output. 

1 found Master CAD very' easy to use 
after a little practice. It's reasonably last 
in operation, alQiough it slows consider¬ 
ably as you tnerease the number of 3D 
rotation steps tow'ards its maximum 
value of 99. In terms of overall facilities 
as a drafting program It’s fairly basit;, 
and doesn’t have the advanced features 
found in more upmarket packages, c.g. 
Bezier curv'es, auto-sp]inlug, and such 
like. But there's still an awful lo't you 
CAN do with ItE 

One slight disappointinent was that the 
Output program only prints or plots wire 
frame versions of your desigiis. However, 
you can get a draft quality' print of the 
shaded 3D version via the Draft Print 
function in the main program. Also, the 
program only ever uses one pen colour 
when plotting - so you can't plot objects 
in one colour and dimension lines in 
another, for i nstance. 

Ov'erall, Master CAD provides a great 
Introduction to the world of computer 
aided design - and no, that's NOT just 
because tt uses a plotter! It’s because of 
its ease of use; the high quality results it 
produces; and the laciliUcs offered for its 
relatively low price. It’s a real bargain, so 
if you're looking for a low cost entry level 
3D CAD program this could be the one. 


MASTER OAD 
M/oroef^of/ 

E^vf&w&ct £>y 
John S Davison 
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S games enthusiasts have 
never had it so good! Over 
the past few months, pub- 

T lic domain libraries have 
been inundated with top 
quality games from Budgie 
UK and independent authors» To 
mention them all would require a 
whole magazine In Itself - funnily 
enough Future Publishingt the 
company behind ST Format and 
the awful New Computer Express, 
and EuropresSt who produce Atari 
ST Usetf have both launched 
magazines dedicated to PD/ 
Shareware software^ These 
mags should now be in the 
shops but it remains to be 
seen whether they will rise 
above the standards set by 
their sister pubticationsi 
The PAGE 6 ST Library dif¬ 
fers from those run by other 
organisations because It 
doesn't cany all of the new 
programs that become avail¬ 
able. The reason is simple: if 
it's rubbish, it doesn^t get 
in! This fact seemed clearly 
evident as I sorted through 
the dozens of games that have re¬ 
cently made it into the catalog. 
Anyway, let*s get straight on with 
the reviews *** 


THAT CUBE! 


marks to help find the wny through a 
solution, save partially completed cubes 
to disk and create complicated macros of 
twist sequences. The prngraitl is accom¬ 
panied by ail extremely lengthy (over 30 
pages!) manual that explains the issues 
of‘cubology' and how lo get the best from 
the tools provided. Rubik's cube is a fas- 
cinatirig object to Llie mathematician 
which illustrates a branch of madiema- 
ties known as ‘group theory'. Tlie manual 
doesn t go into Qiis but lists some useful 
references if you should wEiiit to find out 
more. [t‘s a veiy interesLiiig read! 



Qufte a difyicult concern ration game 

NON-VIOLENT 

There are many odier non-violent games 
in the public domain that dcserv^e a men¬ 
tion. A good example is MIX ‘N MATCH - 
a two player concentrabon game wTlttcri 
in S'l’OS. Tfie players take it in turns to 
uncover pairs of tiles wTiich conceal 


created. On the hlglier levels, a greater 
number of sections must be completed- 
The STOS source code is included so you 
can find out how to write a great game, 
but even if you’re not. interested in STOS 
you should still be impressed! 


IT’S ... IT’s ... 
YOU KNOW! 

Do you think you're a bit of an expert 
when It comes to popular music? 

If so then why not put your know¬ 
ledge t o the test with NAME THAT 
TUXE. The program selects a tune 
from the 110 stored on disk and 
presents you with a scrolling 
menu from which you must 
choose the corresponding title. It's 
idesdly played with a human uppo- 
nent, so the first person to make a 
correct idenLiiicatlon wins the 
points. The longer It takes to de¬ 
cide on an answer, the less points 
are offered. If It alt seems too easy 
you can make adjustments to the 
tempo, Introduce skipped notes 
and also invert the staves, for a 
feaUy weird effect! Tlie tunes can 
be played through the STs sound chip 
but the most impressive results are 
achieved by hooking up a Midi synthesl;;- 
cr. Tlie program will accept any music 
files In standard Midi file format, so you 
can easily create custom song disks. 
AltemaUv^ely, you could obtain. NAME 
THAT TUNE - TV THEMES which Is a 
supplementary disk containing familiar 
music from American TV'' shows. 


Everyone’s heard of Rubik's Cube taut 
not many have managed to solve it with¬ 
out resorting lo underhand tactics with a 
screwdriver. Although the initial cube 
craze has thankfully died a death, there 
must be many owners of Dr. Emo 
Rubik's creation wdio would Icwe to crack 
it. once and for all. RUBIK'S CUBE is a 
simulatloTi of the famous piiKzlc. Wliy 
should you w^ant a simulation? Well, the 
program won't solve the puzzle for you 
but it docs provide a colleebon of tools 
that can be used to discover the solution, 
1’he\' include facilities to tag squares and 
follow their progress, undo mistakes, set 


various pictures. If two are found that 
match, tlie pictures remain uncovered 
and the active player receives, a points 
bonus. The super graphics arc a perfect 
demonstration of what can be achlev^ed 
With STOS and digitised sound effects 
add an extra sparkle to the presentation. 
It may sound boilng but it really is addic¬ 
tive! PLUMB CRAZV is another STOS 
puxxlc by the same author. The screen Is 
split into fifty-four squares and your job 
is to place set’tioris of piping on Uie grid 
in the order they are presented to you- 
Meanwhile, tlie water supply gradually 
creeps across the screen and then starts 
to push through th? network you haw 


LOTS OF MONEY 

If you've heard of Taipan, a game that 
began life on the Radio Shack computer 
(well, something had to!) and was then 
converted to other formats Including the 
ST you should liave a pretty good idea of 
what TAJPAN n is about. It's a trading 
simulation and the objective is simply to 
make lots of money. This is achieved by 
buying and selling fifteen commodities at 
various cities across Qiree areas of Uric 
globe. Each city has its own particular 
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i‘e<^uirtrments and there are randoni 
shortages and surpluses that ran affect 
the trading price and hence your poten¬ 
tial profit! Tliere are lots of oliier eon- 
sideratlons to l>ear in inind and the 
documentation explains everything in 
substantial detail. Taipan J[ is a weJl- 
implemented program and makes an in¬ 
teresting change from the nin-of-the-mill 
arcade games. 


BLAST! 


And now, as they say, for something 
c:omp]et.e]y dlfferentl If [ mention the 
name Jeff Minter you will immediately 
think of v^ild shoot 'em ups, weird 
grapliics, huinoroua sound effetds and 
stunningly fast action. Needless to say, 
Jeffs LLAMATRON is a BRILLIANT shoot 
‘eni up in every sense. Blast e-verydhing 
on screen (except for die sheep and 
camels!} with your bullet-spitting Llama 
but watch out for the nasties, TJie 
graphics are amazing, the sampled 
sound elfeets amusing, and the whole 
game is absolutely ... well, typical Jeff 
Minterf 


GAME DEMOS 


Commercial game demonstrations are 
often just slide shows and don’t give you 
much idea of what the games will actual¬ 
ly be Like. On the other hand, some de¬ 
monstrations are better than other com 
merclai releases! A good example of the 
latter case is Jeff Minter's Photon Storm - 
a Llamasoft production that features in 
demo form on a disk entitled PHOTON 
STORM & AQUANAUT, Photon Stonn Is 
a niulLi-way scrolling >.ap everything that 
jnoves’ game set in outer space. The con¬ 
trols of your craJ t are a little trieky' to 
handle, but once you have the hang of it 
t he game ttirns out to be iast, addietn^e 
and a lot of fun, There’S only one lc\rel of 
play but it shouldn’t restrict your enjoy¬ 
ment. The other game on this disk is 
another demo shoot 'em up fby an undis¬ 
closed author) set on tlie sea bed I Tlie 
graphics Eire incredible as you control a 
fully animated di%'er weaving through the 
rocks, lish and other underwater nasties 
w^hllst blasting them with your spear 
gun. It looks like a terriile game, anyone 
seen the frill rele-ase? Another goodie - at 
least in demo form - Is SWIFTAR. This is 
a verticrally scrolling shoot 'em Up Similar 
to many other ST games, 'where the aim 
is to eliminate ground installations and 
attack tfie inevitable waves of enemy 
craft. The graphics are die main highlight 
of the game, though its addictive quality 
comes a very close second! Unlbrtunately 
you'll need at least a one megabyte 
machine to experience this one. 



Lejl - RUBIK'S CUBE - 
easier if it s prised 
apart! 

Below - 

NAME THAT TUNE - 
great J'u.n for all the 
Jaiyiily, particixlarly {f 
you have a synth 


m SEUCT VhniATIQIi; 



FALLING 

ROCKS! 


Boulderdash fans can fkid 
plenty of Interest In the pub¬ 
lic domain. Probably the 
best Boulderdash clone of 
them all is DOUGLAS 
ROCKMORE, from Budgie 
UK. Die game plays quickly 
and smootlily [scrolUng at 
fifty frames a second] and is 
equally as challenging as 
other Boulderdash variants 
you’ll have seen. Navigate the caves, col¬ 
lect the diamonds and watch out for the 
baddies. It could easily be a commercial 
release, but thankfully it's notl Douglas 
Rockmore will only run on one megabyte 
machines but 520 owTicrs don’t miss out 
- in fact, tliey get twice as much with Uie 
updated version, 1K>UGLAS 2. Tliere are 
48 levels in all with more great graphics 
and addictive gameplay. You can't go 
wrong \vith this one. 


zine (#35) and is arguably the best listing 
in die history of computer publishingl 
The STE version makes tise of Qie extra 
colours and features available and is a 
real tour de-force of Atari programming. 
Elsewhere on this disk there Is a clev^er 
utility that will play digitised music In 
the background aES you work from the 
desktop, ai'id there’s also a ftw fixes for 
5TE-related problems such as the in¬ 
famous meditim-res bug. 


FOR STE USERS BLAST OFF! 


Yet another Boulderdash spin-off Is the 
subject of a disk Intended specifically for 
STE ovmers - $TE MAD S MUSIC. Mad 
Vi^as written by^ Paul Lay, who is well 
known to regular readers of this very 
magazine. The original version of Mad 
appeared as a type-in listing in the maga- 


Altliough I’d ear-marked at least ten 
other disks for inclusion in Ltiis artielc. 
unfortunately I’ve got to end it here! I 
trust you will have found something of 
interest amongst the goodies mentioned 
above. Have funl 


HOW TO GET THEM 


AH of ihe disks textured in PD Werid are stvsHsbte from the PAGB € ST library. Each has a 
unique reference cede which you should use wtjen ordering or making enquiries. Piease contaci 
PAGE $ If you don't haves copy of their Accessory Shop ieafieis and check the system 
requirements for each disk. THE PAGE 6 CATALOG DiSK conlaining a fuii list of disk names and 
contents is avaitabte from the library, priced ai £1. The disks referred to in this article are: 


ST521 - RUBiK'B CUBE 

ST345 - SWIFTAR 

37365 - DOUGLAS ROCKMORE 

ST366 - PLUMB CRAZY 

ST398 - Mix AND MATCH 

ST4i3 - PHOTON STORM & AQUANAUT 


ST458 - TAIPAN il 

ST460 - STE JW4U & MUSiC 

ST4S4 - NAME THAT TUNE 

ST4S5 - NAME THAT TUNE - TV THEMES 

ST492 - DOUGLAS 2 

ST5C& - LLAMATRON 


Prices for standard disks are C2.95 each or £2.50 each for fen or more 
Write to PAGE 6, P.O. Box 54, Stafford, ST13 IDR 
Teiephone 0735 21S928 or FAX 0735 54355 with credit card orders 
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EMULATIONS 


BEYOND PC SPEED 


Damon Howarth 
investigates other 
emulators on the ST 

F ollowing my advent Into PC 

] delved into other inodefi of 
altering the KTs outlook on life. Ttie 
follovting is as much the results of my re¬ 
searches as practical cxperieiiee- 
Thc first tinestion tliat would spring to 
many people's minds Is "why bother to emu¬ 
late?''. T accept this as a valid question and 
il is one with a wide i.'arlcty of answers. 'Ttie 
first reason eould he as simple as a desire to 
he compatible with a machine used at work 
and thus he able to prepare or study those 
things there rnsy be a rush for or sirailarr 
Alternatively, il may tie that you have up¬ 
graded your system but wish to run 
favoured software of old. For some students 
it may prove a ch.ea|ier way of obtaining 
more than one maehine lo use alternative 
progrsmining techniques with, 'Tltere are 
many other thoughts, as a letter 1 rceeive<] 
this month 3u.ggc&tctl sotne of the WTiters 
favoorlte games were on Amigas or PC’s, 
and hovv else could he run them? 

The S'!' has either hardwrare or software to 
allow it to emulate many dllferent 
machines. 'The PC is the best catered for 
although the Mac Is also emulatctl and 
w^ould deserv^e serious consideration on its 
own. Tt is also possible through some PD 
soflw'are to emulate 8’bits as well, ZXSl is 
possible fwhy anyone would w^ant to con¬ 
fuses me, apart from nu<slalgja, but the 
prograit) Is fun). 1 believe there is an Atari S 
bit emulator available but I have not seen 
this and il is possible (o run a version of 
DDC basic on the machine. In this article E 
will havx': a look at the PC implementations 
since those arc the methods 1 am most ai 
honip with. 

The "Grandaddy" of PC emulators is die 
original software based PC Ditto which was 
Incredibly compatible but disk based. In 
ClTect tbe operator loaded the pre^gram 
which interpreted all the I^C commands Into 
ST meaninf^ul actiOTis and routed them to 
the relerant places. As can be espected this 
gave a tortuously slow rate of action. It had 
a Norton rating of l)elween .25 and .5. 
Perhaps at this stage I ougld to explain 
Norton rating before readers become lost. 

As 30 many IDM clones appeared with dilTe- 
rent CPU’s and clock speeds a system for 
measuring the actual spewed of a machine 
was devised. Tlie base rate was the AMliz 
clock of the basic XT PC which was a rating 
of 1. Nowadays CTcn base raters are expec¬ 


ted to mange at least 4 if not a great deal 
better. Now the ST has an SMh?. clock and 
thus could be expected to operate fairly well 
but obviously the lirat software users found 
life most Irustrating. fX!: Speed Ix^came the 
llrst internal emulator and as I pointed Out 
last time this operates at a creditable 
although still ponderous rate, I would not 
rceominend PC speed forouLright graphic 
orientated or heavy number crunching per¬ 
formances although it Is now a cheap way 
into emulation. PC Ditto 11 was another en¬ 
trant in this field that never quite look off- 
'Tliese both need inserting inside the 
machitie widi soldering irons and the like 
and act AA a sort of co-proccssor, 

Tire other entrant, at low levels was the far 
more expensive Supercharger which 
attached via. the Hard di&k port and offered 
what was in elTeot a motherboard with ram 
and the odd port for adding PC Cards (cards 
allowed the basic IX; lo l>eC0!iie more in¬ 
teresting with more I?am or sound or l>e:tter 
graphics etc.). This was an e.xpensive opllon 
but functioned with the Hard drive as well. 

In the early days tliere was not a great 
advantage to this product. 

As the IX: developed to the ratlier clcv^crer 
286- and the exceedingly clever 3 and 488 
chips, emulation followed. 1 ev^en upgraded 
to an A'f Speed in order to experience the 
changes. AT Speed configures as well as it 
sIovnit namesake and allows for a greatei' 
varietj^ of screen emulation. In colour il is 
].>osslble to have the rather low quality' of 
CGA or the more interesting Tandy mode 
which allows for 16 colours and is a cross 
between CGA and FGA. Should the software 
allow this option then the effect is ■v'ery 
good. 

Perhaps this is a point to quickly offer an 
explanation of the various graphic inter¬ 
faces for a PC. Historically the llrst 
machines had a very poor black and white 
text only screen output, these w'ere e\'cn- 
tually changed to the blofky CGA [Colour 
Graphics Array] basically four colours from 
a limited pale Lie that would have been 
emharrassed by some older S hits. This is 
the basic standard graphics mode. As time 
sped on the EGA and VGA modes appeared 
which offered higher resolution and better 
colour choice, their mono modes were also 
of far fiiglter definition. 

■^^'ith this very coii^pHcated subject glossed 
over we can return to AT Speed. If you o%vr] 
the mOT^o monitor then Ihe system caii 
emulate many different stEindards of rnotio 
graphics up to and including a very' high 
definition VGA which actually w'orhs in a 
mulhludinous grey scale. Sadly the SM124 
was not really created for the suic of screeti 
in this mode thus it is oecesaaiy to scroll 
the picture to see the whole screen. In-prac¬ 
tice this is a little annoying it buL does allow 
In depth appraisal of large documents. Tlie 
AT Speed and. I believe. AT Once offer very' 


similar packages and Install just as ihe PC 
speed although different versions are 
needed for STs and STE's. 'This emulation 
chugs along at Norton 6.5 or so which Is 
faster than several XT laptops sjid just 
about as good as the protjotype 286 
machines. The Emulators ev'en run win¬ 
dows and window's software. Indeed with 
the 4mcg S'TE and Hard Drive (really neces- 
.sarv for gootl Window' usage) the A'l’ Speed 
gave me a chance Lo use 3 meg for a sort of 
co-prot^esslng T liad not experienced with 
Gem. 'I’his set up also- allowed me to inslal 
Speed as an accessory and to set the hard 
drive up as tw'o distinct beasts cither a DOS 
bool or the tame ST storage device. 1 lx;lieve 
tliat AT once is also capable of this. AT 
Speed can run the vast majority of software. 
I have yet to ffnd something il dislikes, and 
this month's articles have all been wriUcn 
under AT speed and Word for Windows. 

I believe that the Supercharger is in the 
process of offering higher specs for its emu¬ 
lation including a 386 accelerator, 'I’his I 
would believe when I see II work. Insomuch 
as the clock speed on even the lowliest ,366 
sx chip is t6Mhi^. w'hlcli is twice that of the 
ST and 1 would fear the emulator w'ould run 
away with Itself. 'JThen again owing to the 
aJtcmahve structuring of the Si.ipert:haJ^er 
It may well use the ST as a keyboard and 
little else, it would be interesting to see the 
beast at work. 

As opposed to the PC speed reviewed ear¬ 
lier this year, the AT sjjeed is far more a 
thoroughbred and well worth the slight 
extra cost, indeed it may well have been 
upgraded as I write so do check with Compo 
Soffware or Ladbroke’s of Preston for the 
latest speclhcations. With hindsight and the 
gloss of advertising ringing In my CEirs I may 
hav'e preferred the Supercharger option 
although It is approximately £100 more 
than its compehrors. Depending upon the 
uses that you have in mind some Hard disk 
provision will help enonnous-ly although all 
of the ciiiuiators are usable with single oi' 
dual floppies. 

It is a thought that poiSSibly a veiy cheap 
XT may provide tlie same emulation with 
truer upgradeability for less than some of 
the emulators and the ST colour monitors 
can quite happily handle the CGA modes of 
a video card. On the other hand AT Speed 
pntnddcs an extremely good interface for a 
cheap if slt^tly slow and less featured 286 
than any purchase of the same price could 
olfer. 

I enjoy Speed and have lieeii favourably 
impressed by its fairly' fluid sc'rcen liandling 
and the happy way it accepts ihe com¬ 
mands from the mouse. Furthermore. 
Compo Software are always extremely 
fiappy to offer helpful advice. Should any 
readers be cither totally confused or tKifJie- 
w'hat interested please feel free to contaet 
me through the magazine. 
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ROLE PLAYING 


CURSE OF THE 
AZURE BONDS 



C Lirsc of the Azure Bonds is set in 
tlie Ft>T]fJfjtten Realms - TSR’s 
inosl extensive Advanced 
Dungeons and Dragons campaign - there 
are countless books, AD&D niodules^ 
curtiputer games, comics, etc. covering 
tlie exploits of the inhabitants of the 
Realms. The TftR/S5I AD&D boxes LOOK 
very sindlar, but the games inside can be 
VKRY dlHerenL. Whereas Heroes of the 
Lance and Dragons of Flame were joys¬ 
tick'driven Action Games and HOlsIkr 
was an Action Adventure, Curse is billed 
as a Fanfa.sy E^ole-Playing Epic. What 
tills means is that It Is a much more 
detailed simulation of full AD&D rules I n 
the traditional SSI format (e.g. Demon’s 
Winter), It recjuircs a lot more thougfit 
and a lot more time than tlie other 
games. 

The game system was originally desig¬ 
ned for use wltli tlie keyboard - type the 
first letter of a command to execute If or 
use the arrows keys to select from menus 
or to move the characters around. Mouse 
support has been added, but witliout anv 
redesign, so some parts are really lousy - 
like having to click on the edge of the 
battle window to make it scroll! - most 
arc just poor. Yon can usually issue com¬ 
mands much more fjuickly with the 
keyboard so I didn't nse the mouse at all! 
So that you can use yov4r favourite char¬ 
acters in the game you are allowed to 
modify stats - you can give yourself max¬ 


TItie: 

CURSE OF THE 


AZURE BONDS 

Publisher: 

TSR/SSI 

Price: 

£29.95 

Reviewer: 

Jofir Sweeney 


imum Hit Points, 

StrengQi, InteHi- 
gence, etc., if you 
wish! Tlie characters 
created are around 
5th Le^-'e], so yoti can 
get straight into 
some quite heavy 
battles with the ablL 
ity to throw third 
lev^el spells such as 
Fireballs right from 
the start of the game. 

You will need to rise 
to 11 til and 1 2th 
level charaetera to 
have a chance of comp let ln,g the garnet 
Your characters start with live azure 
symbols Imprinted on fhelr sword arms. 
You have a little moneys ao you can get 
kitted up with some basic gear at the 
forge across the road. Then you explore 
tlie town and leam about the symbols - 
you soon discover that they are the 
marks of live evil grotips who have 
magically bonded you to become their 
slaves - your queat is to find and destroy 
these five groups, thus freeing yourselves 
and saving the Realms from the evil 
Tyranthraxus, 

Tliere arc four main modes of play: in 
camp or Lowtl you will spend LOTS of 
time selecting items from lists - which 
spell do you Vifant to memorise, which 
w'eapon do you wish to identify or wleJd, 
etc, - there is a LOT of information 
which could be presented a l.O'l’ 
better if | want to try out half a 
dozen w^capona then I would like to 
see their effect on my 
TIL\CO/DA.MAGE immediately; if I 
am memorising apells I would like to 
know whicli ones I already know; if I 
am dropping gold to unencumber 
myself I wotild like to see my new 
movement rate; all these can only he 
achieved by switching to a diUcrcnt 
display f Does anyone ever actually 
test these things from an ergonomie 
point of view? 

"[’he second mode is the Decision. 
You are shown a map, an NfHl:, or a 
scene with some text below and you 
must decide what to do next ifom a 
selection of Qirce or four options - many 
will lead you into fights or traps - some 
will reward you with much treasure If 
you make the right decisions. 

The third mode is exploration - of towns 


or dungeons. Tliese arc standard view 
ahead scenes, sometimes with an over¬ 
head map available on senccn. Wone are 
particularly hard to map, especially as 
your facing and co-Ori11nates arc display¬ 
ed at all times. 

Tlie fourth mode - the one you will 
spend most time in - is the fight f This is 
ail ov^erhead window on the hattlefleld 
showing your six characters and all the 
enemy as Individuals - each one gets a 
chance to act Move, Aim, Cast, etc, Tlie 
screen scrolls Jerkily and the action is all 
a little slow as you have to w^ait for the 
sound effects and the animation. 

it Is easy to go Loo far too soon. I went 
into Zhentll Keep loo soon, having sur¬ 
vived the town and the temple, but then 
there is no going back - you are forced 
into a dungeon from which Qic only exit 
is guarded by some mlnotatirs with a 
Beholder and a Medusa.! I had to back off 
to a Save before entering the Keep and 
get my cliaracters up quite a few levels 
by exploring dungeons near places Itke 
Shadovvdale before I had ttic slightest 
chance against the Beholder! 

♦ SIGHT Si SOUND - Graphics generally 
uerij ffooil - uery tilde animrtfion. 
LSouads dmifed, bui odequat'C, 

• GAMEi»Iw4y -detailed, 
keyboard-dFTfaen AD&D * mainly jight- 
in^ - you need fn./?nd tots q/ rnayte 
atony uxiy to help you in the Jinal 
Ixittles! 

# VERDICT ■ Good value for money (f 
you like this sort ofthirig orEci don't 
mind the imptomcrifotion - Jits usf^li fnto 
tfie Fangof/en Realms ftU/thOs. 
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SAMPLING 






In part 3 John S Davison tries 
more advanced soundtracking 
software and a better quality 
sampling cartridge 


so unforlumately it loses notes played 
quickly. There's no punch-In/out facility 
either, so corrections are best handled in 
step-time, which praiidcs scmi-quav^er 
resolution, 

If you've got a MIDI keyboard you can 
also exploit Quartet’s "polj'phonlc play" 
mode. With it you can play any single 
sample in real-time, with up to four notes 
sounding simultaneously. 



I n the last issue we looked in detail 
at Microrleal's Mastersound 2 sam¬ 
pling package, and you may remem¬ 
ber that its sample sequencer was 
...ernrn ... rather basic, to put it kindly. 
For music making it really descr^^cs to be 
partnered uith a better sequencer, and 
Mierodeal hive Llic answer in tire form of 
QUARTET. 

Tliis is similar in principle to the 
NoiseTracker PD program discussed In 
issue 49, but it’s much more comprehen¬ 
sive and friendlier to use. It allows you to 
manipulate sound samples, package 
them together, then create sequenced 
music tracks from them. It can’t actually 
record its own samples, but does conie 
complete with oi^-er 100 ready to use 
drum, synth, and other assorted sounds. 
Of course, by ushig a sampler cartridge 
such as Mastersotuid you can expand 
this Initial library with your own sam¬ 
ples, creating a host of new posaibiULies. 
The Quartet package Contains three 
programs, which svill run in medium or 
high resolution on 520ST/STE's and 
above. Tlie main one Is Quartet Itself, 
which can load a "voice set" file contain¬ 


ing up to 20 different samples 
and play them over a wide 
pitch range via its sequencer. 
It uses four monophonic 
tracks, so can play up to four 
diiTerent samples simultane¬ 
ously. Ytm can rapidly switch 
between any of the 20 sam¬ 
ples at any poitit on any 
track, SO it's possible to cre¬ 
ate far more complex sound¬ 
ing arrangements than you'd 
think with only four tracks 
available. Each track auto¬ 
matically repeats when it finishes play¬ 
ing, making the produeUOii of repetitive 
rhythm tracks or shUting cross rhythms 
very easy. If you're really lai^ you only 
need create one bar of drum rhythm - 
this will repeat ad Inflnlttmi (ad 
nauseum?’! behind whatever you create 
on the other trarksf 
The music editor uses standard music 
notation rather than the messy hexade¬ 
cimal data favoured by most other 
sound tracker programs, permitting 
music to be created graphically via 
mouse and icons. It’s a bit quirky 
though, and only displays up to twelve 
notes on a single track without scrolling. 
Editing facilities include note and rest 
editing; insertion of ties and slides be¬ 
tween notes; block cut and paste; block 
transpose: setting of tempo and time 
signature; playback frequency setting: 
insertion of voice change commands; and 
repetition points for looping within a 
track, 

Sequences can be created in step-time 
using the editor or in real-time using a 
MIDI key'board. The latter method quan¬ 
tises your playing to the nearest quaver, 


STEREO 

PLAYBACK 

In Its latest incarnation fvi .,5] Quartet 
can handle stereo playback on STE's. or 
on standard STa fitted with Microdeal's 
new STEREO PLAYBACK cartridge |see 
last issue for details). This produces sim¬ 
ple spatial left/right separation of diffe¬ 
rent sounds in a mix, and it’s surprising 
the difference this niakesE There's prob¬ 
ably no measurable increase In sound 
quality as such, but the subjectl^'-e im¬ 
provement Is considerable - to my cars 
anyway! 

I’he package's oLticr major components 
are the Digital and Voices programs. 
Digital can process a sample In two diffe¬ 
rent "domains". In the time domain it can 
play the sample: set Its playback volume 
and frequency; edit out unwanted sec¬ 
tions; and set a sample loop point. Hiis 
last Item allows a short sEimple to be 
continuously repeated from a given point 
in its playback cycle, providing a long 
sustained note witliout die huge memory 
requirement of a full sample of the same 
duration. In fact. Quartet imposes a 
maximum sample size of 32 KB and msix- 
iinum replay rate of ISkHz for sequenced 
samples, so Digital is an importaLnt tool 
for converting samples to comply with 
these limits. 

It can also convert a sample to/from the 
frequency domain using the Fast Fourier 
Transform tfechnlque. Beware though, it's 
not that fast - conversion cEin take sever¬ 
al nilnutesl It's used w’hen you need to 
monkc^r around witti frequency related 
characteristics of the sample, for Inst¬ 
ance to shift its basic note frequency, or 
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apply frequency filters or noise reduction 
techniques to improve sound qnalLLy. 
When yoifre happy with the sample the 
Voices program may then be employed to 
insert it into a "voice set'' file along witti 
other aainples for use with the se¬ 
quencer. 

It's a pity QuEirlet is stuck iwiLh that 
16kHz maximum sampling rate for sequ¬ 
enced samples^ as it limits the quality 
you can achieve on playback. However, 
with care it can still produce CKclting 
sounding music of reasonable quality. 

It’s probably the best of Ltie currently 
available soundtracker programs, and 
when partnered with Mastersound offers 
virtually eveiylhing the newcomer to 
sampling could wai^it. 

HIGHER 

QUALITY SOUNDS 

After using a low coat sampler such as 
Mastersound for a while you may find 
youreelf wishing for better quality sounds 
and more sophisticated ancillary soft¬ 
ware, If so, then one of Mierodeal's more 
upmarket samplers could Interest you. 
Next up tn tjieir range is REPLAY Vm 
(R-8L which sells for £79,95, 

The R-8 package contains the sampling 
cartridge, a sample recording/editing 
program, the Drumbeat drum machine 
program, and a stlglitly tattily presented 
68 page manual. Also Included is a PD 
program for converting samples pro¬ 
duced by various other samplers into 
format at any required frequency. Tlie 
software runs in medium or high resolu¬ 
tion on 520ST/STE’s, but larger memory 
is needed to fully exploit Qie higher sam¬ 
pling rates. 

The cartridge only has 8-bit resolution, 
but its accompanying software pushes 
the sampling rate up to a maximum of 
48kH2, over 50% hlglicr than Master- 
sound. Tills, plug the anti-aliasing filters 
on input and output, and direct audio 
output from a socket on tfie cartridge 
itself aJJ help improve the subjet:tlve 
sound quality. Playback can also be \ia 
the TV/monltor if required, 

R-8's sample editor is similar in prinei’ 
pie to Mastersound’s editor and Quartet’s 
Digital program, hut It includes even 
more facilities and the overall design 
gives it a more precise, "professional" 
feel. For instance the oscilloscope and 
spectrum analyser are both pemianenfly 
visible, the latter now having a scale for 
measuring the frequencies present (hi¬ 
res version only). For some reason it's 
only cjilibrated up to 6kJiz itiough, which 
reduces its usefulness somewhat. 

Samples can be trimmed to size; un¬ 
wanted parts snipped out; parts copied. 


either singly or repetitively to fill a given 
area of the sample buffer; selective cut 
and paste operations performed; nev7 
samples inserted within the current one, 
or superimposed over an existing one. 
Function keys can be used to memorise 
cursor positions within a sample, and a 
chosen section within a sample can be 
looped for sustained sound, with special 
tools prosided to help you lind a good 
looping point - probably THE most diffi¬ 
cult task in sample editing. 

You can also ne^'-erse a sample so it 
plays backwards; fade it In/out; and 
apply special eflccts. These Include ramp 
(pulsating effect]; single 
echo; reverb (more like 
multiple echoes); flange; 
and rev-up (echoes with 
pitch shift - v'cry weird!). 

Effects may be applied to 
samples held in memory 
or in real-time to sounds 
coming in via. R-8's input 
socket. Yes, your ST can 
become a digital effects 
processorf 

A sample can be conver¬ 
ted into the frequency do¬ 
main and digitally filtered 
in many different ways to 
modiiy chosen parts of its 
frequency spectrum. Impressive looking 
3D FFT and filter response displays are 
available to help you analyse a sample's 
frequency content, and choose the right 
filter for the effect you want. Esoteric; 
stuff! 

Up to ten samples can he formed into a 
sample set. with one sample assigned to 
each of the STs function keys. Any sam¬ 
ple can then be played monophonically In 
real-time from a MIDI keyboard, with 
rapid switching between samples \la the 
function keys. You can also assign any 
MIDI note as a single key trigger for any 
sample, but mappitig a sample onto a 
selected range of keys isn't possible. Ev¬ 
erything can be saved to disk as a '‘set" 
file and reloaded when required, saving 
you the trouble of reassigning function 
keys and MIDI triggers every time. Indi 
vidual samples can also be saved, either 
in AVR or raw sample format. 


DRUM MACHINE 

R-8's Drumbeat program turns your ST 
into a sampling drum machine. With it 
you can build a kit of up to 15 different 
druin samples (or bass notes, rhythm 
chords, or anything else you fancy) cre¬ 
ated with R-S, then play these from the 
built-in pattern based rhythm sequencer. 
For some reason Drumbeat only plays 
back through the cartridge's output 
socket, so to use it you must connect it 


to an external amplifier. 

A rh^dhm pattern of up to 32 steps may 
be easily created using Lhe traditional 
style grid editor provided. You just click 
the mouse on the grid where yon want 
the chosen dnjni samples to play, re¬ 
membering that you can't play more than 
tv^'o different samples simultaneously. 
You can create up to 50 different pat¬ 
terns in memoiyf, then link them together 
in any order and reuse them as required 
to form up to 10 different songs, each of 
up to 100 pattern entries. 

Drumbeat supports MIDI too, Each 
sample can be assigned a different MIDI 


note, velocity value, and channel num¬ 
ber. On playback of a pattemi, appropri¬ 
ate MIDI Note On commands are trans¬ 
mitted via the STs MIDI OUT port, so 
can be used to play sounds on an exter¬ 
nal MIDI drum machine or synth. MIDI 
clock Is also supported, allowing external 
sequencers and drum machines to be 
slaved to Drumbeat, or Dnimbeat to syne 
to incoming clock signals from ex:ternal 
devices. 

Overall I found R-8 capable of good 
quality sound, especially when using tlie 
higher sample rates and direct cartridge 
output to a hi-fi amplifier. Compared 
with Mastersound it sounded smoother, 
losing some of the harshness the former 
sometimes exhibits. Drum and bass 
sounds seemed particularly clean, and 
when sequenced using Drumbeat the 
overall effect was surprisingly good, 

OK, It produces reasonable results, but 
Drumbeat is only two note polyphonic 
and playback Irom a MIDI keyboard is 
single note only. Tfiis can be Unilting, but 
to improve matters you have to move 
even further upmarket. So, if you'll join 
me next time we'll do just that, and take 
a look at MicrodeaJ’s current top-nf-the- 
range sampling package known as Re¬ 
play ProfegsionELl. 

Newsjhash ,... as this ujetft to press 
Microdeol cuiiiounced a full stereo 
uersiort of Replay for £89.95. More 
details next time. 
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APPLICATIONS 




D GBaEM: is one of Dlfiita 

Inteniatinoars products 
designed for smalE 
businesses or serfous home use. 

It’s primarily a cialabase prog- 
ram, but can also produce cus¬ 
tomised repcTls, labels, and 
form letters using the simple 
built-in word processing and 
mallnierglng features. It also 
offers integration with other pro¬ 
ducts in the Dlgita range such 
as their DGCalc spreadsheet 
and Mailshot-Plus mailing prog¬ 
ram, and can even interchange 
data Vilth other programs via ASCII files. 
It’s supplied on one single Sided disk 
and Is accompanied by a nicely pnidueed 
58 page iiistructlnini manual, although 
the latter could have been meire elcarly 
written in places. The disk also contains 
several sample databases in packed for¬ 
mat, plus a utility pro-grant to unpack 
them onto a separate work disk, Tliese 
show how yOil might use DGBase for a 
number of dilTerent applications includ¬ 
ing school exam results, simple stock 
control, and club membership details. 
Ilrere's also a separate demo database 
referenced In the tutorial section of the 
manual, 

DC Base was designed to be flexible It's 
GKM based, allowing records to be set up 
in a scrollable window, so record, si^^e 
isn't limited by screen size. Record layout 
isn't permanently fixed either, you can 
add, delete, re-size, and otherwise 
change fields at any time wlthoTit. affeet- 
ing existing data - a very' useful feature, 

It also has a global editing facl]ity^ w^hich 
can apply a change across a range of 
records in the database - for example to 
reset dates, or to m{]dify tfie value of 
selected numeric fields by a given per¬ 
centage, The program is totally memory' 
resident except for Its Help facilities, but 
you can copy the Help file onto your data 


1 Title: 

DGBase 

1 Publisher; 

Digita International 

1 Price: 

£49,95 

1 Reviewer: 

John S [>avison 




disk to avoid the need for disk swapping- 

INTERACTIVE 

DESIGN 

Record layout is defined interactively by 
placing boxes, text, and fields on the 
screen as required. Boxes are used to 
visually delineate different areas of the 
record, and can be specified by size, posi¬ 
tion, fill pattern, colour, and border type. 
Text, is used for placing helpful com¬ 
ments, titles, etc., on the display, and 
again you can s]>ecjly its position, size, 
colour, and styde to suit your require¬ 
ments. 

Data fields cronslst of two parts, the field 
title Eirid the actual area used to hold the 
data. The. title is important, as it's used 
later to identify w^hich fields you want to 
search or index on, Fields can be speci¬ 
fied in a wide range of data formats (cur¬ 
rency, floating point, character, hexade¬ 
cimal, date,, etc.) and may be made man¬ 
datory to force the user to input data 
w^hen adding records. Automatic ^'alida- 
tion can be applied, using either com¬ 
puted limits or discrete enumerated 
values. Field values can also be com¬ 
puted from the contents of other fields 
using Qic four basic arittimetic operators. 
OK, it’s simple, but probably good 
enough for most home and small busi¬ 
ness uses. 

In use, data is di.sk resident not memory 
resident, which could he an impoitant 
plus if you only have a 512K machine. 
'ITiis approach also allows you to use up 


to four databases shiTultane- 
ously and quickly switch be¬ 
tween them, nie downside is, of 
course, that access is slowed 
down as the program has to 
read chtlllks of data from disk 
as it's needed. 

SEARCH 
AND INDEX 

Once a database Is set up. re¬ 
cords may be retrieved via a 
useful set of search facilities. Search 
criteria are specified ot the field level 
u.sing titles defined earlier. Ail the usual 
relationships are Included (equal, not 
equal, greater/less Qian, etc.), and wild¬ 
card and case sensitive searches are pos¬ 
sible too. Simple arithmetic calculations 
can be included In the criteria, and sev¬ 
eral sets of triiteria can be logically linked 
with AND, OR, and NOT operators. You 
can also index the data on any one of up 
to four key fields and flip between them 
at will to control the sequence in which 
Qie selected records are retrieved. Re¬ 
cords can be added, deleted, or updated 
at any time, and also transferred between 
different DGBase files. 

The program's report writing facilities 
allow you to produce customised listings 
of chosen fields from selected rccortls. 

You can also produce labels and simple 
form letters using the mailrnerge facility. 
Unlbrtunately, these features are rather 
crtidely implemented and not particular¬ 
ly easy to use. However, they do seem to 
work onec you know what you’re doing. 
Overall, DGBase oilers a reasonable set 
of features, but I found it a little lacking 
in finesse in places. It worked OK Ibr 
most of the ^e^fiew period, but it did 
crash on one oecasion and .somehow cor- 
mpted iny data disk, making ft totally 
unusable. Luckily i had a backup copy, 
so was able to recover! In Its present 
state E feel DGBase Is rather overpriced, 
but you do seem to be able to buy' it 
dlsoounted for around £30 - £35 if you 
shop around. At Lliis price it's not a bad 
buy. but it would be even better If Piglta 
smoothed out some of those rough edges. 
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HOW TO GET NEW ATARI USER 


FROM THE 
NEWSAGENTS 

TO ENSURE THAT YOU OBTAIN A COPY 
YOU MUST PLACE A REGULAR ORDER ^ 
JUST POP IN TO ANY NEWSAGENTS AND 
ASK THEM TO ORDER A COPY FOR YOU 


SUBSCRIPTION 

LAST CHANCE AT THESE PRICES'. 
SUBSCRIPTION WILL INCREASE NEXT ISSUE 
DUE TO INCREASED POSTAL CHARGES 


For your ropy of the ONLY tnagazine to support the 
ATARI XL/XE and the one that gives the alternative 
viewpoint on the ST subscribe NOW! 

A siv issue subscription is available for the special 
price of just £10 in the UK, This not only saves you 
money but ensures that you never miss a copy 

OVERSEAS RATES: EUROPE £15.00 
ELSEWHERE £2L00 by AIRMAIL nr £15,00 by Surface 


TELEPHONE SUBSCRIPTION 

Simply phone us on 0785 213928 
quoting your credit card number 
for your subscription to commence 
with the next issue 


OVERSEAS 

THE MAGAZINE WILL NO LONGER 
BE AVAILABLE THROUGH THE 
NEWS TRADE ■ YOU MUST SUBSCRIBE 
TO OBTAIN A COPY 
SEE SUBSCRIPTION FORM BELOW 


DISK SUBSCRIPTION 
SPECIAL OFFER 


Subscribe NOW for the Magazine and Disk at the 
normal UK price of £25*00 and receive the folhming 

FREE OF CHARGE^ 

NIBBLER - A GREAT PACMAN TYPE GAME 
TIMEWISE. TO KEEP YOUR RECORDS 
HOME FILING MANAGER/THE PAY OFF 

ThaUs right! Receive AI.L THREE of these 
ABSOLUTELY FREE if you subscribe at the regular 
UK price of £25 for Six issues with Disk 

* tlul uvailablii! nuer.wms und CO flvailubililv LKf SlOCk (w tlflVf pitniv!) 


YES 


I want to show my commitment to Atari by subscribing to NEW ATARI USER 
Please commence my subscription for SIX issues from Issue*_ 


' InSilirt COmrMriCihg Issue number 


I 1 1 enclose Cheque/Postal Order for £ 


PLEASE MAKE PAYABLE TO PAGE 6 PUBLISHING 


Name . 

Address. 


I 1 ORDINARY SUBSCRIPTION UK £10.00 Europe El 5.00 
Elsewhere Surface £15,00 Elsewhere Air £21.00 

I I DISK SUBSCRIPTION* UK £25.00 Europe £32*00 

Elsewhere £42*00 

‘Please send me free of charge fhe S hems mentioned above 


Q ! wish to pay by Aceess/Visa'MaslerCard/Eurocard 
Card No: 

□□□□ □□□□ nmn rmn 

Expiry date: LJCCU CU 

Please debit my credit card with the amount shown above 

Signature *....... 


ROST TO: RAGE S. R-O. BOX 34, STAFFORD, ST16 1 DR 

You don't have to cut the m&gazfno - photocopy this form, write a fetter or just phono your subscription 

































ST GAMES ... ST GAMES ... ST GAMES... S 



Should you liild 


M osl ST owners are 
pleased to see Psyg- 
nosls software and 
this particular ofFerlnff Is no 
exception, paekai^ed in the 
nonnal eolourl’ul way witli 
accurate screenshots on ilie 
rear. Tlie title screen is strong 
and well detailed and the load¬ 
ing music gives a strong 
atimospherio feel- 'I’he game 
comes with a large multi-ling¬ 
ual inEiiiual and Qic plaj^ style 
demands that it is read for the 
actions are complicated. It 
transpires tliat die scenario is 
one wherein the player^ or 
players If you have a serial 
link available, are attempting 
to halt a Post- Holocaust 
takeover by a resistanee move¬ 
ment. As die ‘Good Guys' you 
have to find and re-construct 
a lost neutron honih to stop 
the Star Wars style satellite 
taking over the earth. 

To do this you have a bewil¬ 
dering array of screens from 


that your raw materials are 
low it is possible to recycle 
Jess used or over produced 
Items and obtain extra. The 
game is played at a very fast 
pace and even the training 
mode is rapid. Although this 
feature may well endear Itself 
to Ltiose who have managed to 
fathom the various outwardly 
complex screens It could be 
most off-putting to the new¬ 
comer. 

The basic idea of play seems 
Lo be a reconnaissance on the 
map to decide where the next 
exploraUon or attack from 
your base will be, the creation 
of a shopping list of items and 
weapons and then the selec¬ 
tion of appropriate vehicle. 
These vehicles are varied and 


offer various strategies to the 
player, llie options are Hell- 
copter useful for ground 
attack and scouting. Stealth 
Fighter - expensive and dead¬ 
ly, Stealth Bomber - to collect 
bomb parts, Light and Heavy 
tanks ‘ either as scout or col¬ 
lection vehicles and the 
handy, go anywhere, Horver- 
craft. These hav^e to be built, 
armed and researched. Unfor¬ 
tunately since this takes time 
and the computer is a most 
able opponent the player can 
find themselves under heavy 
attack on launch and not 
progress very far. 

If areade strategDr Simu¬ 
lator driving is your thing then 
you could easily grow Into 
Armour Geddon. 



FACTS 

Tftle; 

ASMOUR-GEbDON 

Publisher: 

Psygnosis 

Price; 

£25.99 

Reviewer: 

Damon Howqrth 


SIGHT a SOUND 


Evi^iylhing 1 Bxp«ct fmm Psyg- 
nosps. ftim 3D rs good. Th* 
fX oro itfong and evocative 


GAMEPLAY 


Difficult and nmmding mueh 
pmctjcfl. vmry fast and tf}»m is 
also fho two ptaym option 


VERDICT 


Nmmds to t>9 pmsovmrmi with 
and ttion mnjoytntni will come. 
Try only if #w idea app®aiii and 
you hova pationco to 
It happsn 



FACTS 


Titles QUADBEL 

Publisher: Loriciejy 

infogrames 
Price: £24.99 

Reviewer: John Sweeney 


SIGHT & SOUND 


Vbty basic graphics - no sound 


GAMEPLAY 


SimplB logical puzzles with a 
fow twists to moke if o little like 
an arcade gome 


VERDICT 


Not a tasting appeal, and cer- 
tainiy not worth full price, espe¬ 
cially with the bvgsi 



QUADREL 


D id you know that it is 
impossible to design a 
map which needs 
more than four colours if 
areas w^hich have a common 
edge must be different col¬ 
ours. This is knounn ess the 
"Four-Colour Theorem" and 
has annoyed mathematicians 
for centuries since it Is ex- 
fremdiii difficult to prove - it 
was actually only finally 
proved quite recently with the 
aid of computers! The theorem 
only applies to 2-D maps and 
a sphere counts as a 2D map 
in this respect. If you imagine 
a very^ elastic sphere, punc¬ 
ture it in the middle of one 
area, then stretch the hole 
until the sphere is completely 
flat - all the areas will be very^ 


distorted, but tlicy 
will still bear the 
same relationship 
to eacli other from 
the point of view of 
the theoremf On the other 
hand if your planet happens 
to be shaped like a torus (a 
doughnut) then you need 
seven colours to colour any 
map on it! Arid, amazingly, 
tfiat is much easier to prove! 

Anyway, those crazy French 
decided this wras a good basis 
for a game and created Quad- 
relf You have a limited num¬ 
ber of each of four Colours and 
you must use them to colour a 
map on the screen. To make it 
a little more interesting there 
are a variety of "maps", some 
geometrical, some made of 
crazy patterns; the "level" de¬ 
termines howf much of cacti 
colour you hav^e; you can set a 
timer; and in "controlled" 
mode the compLEter selects 


your next area! Racing against 
the timer, with limited col¬ 
ours, on a large map, with the 
computer choosing your next, 
area is dlfTicult! 

You can also play agmnst the 
computer: you start with dilVe- 
rent numbers of each colour, 
you lake It in turns to paint 
an area - first one unable to 
make a legal move loses. 

Tliere Is supposed to be a 
two-player option, but it 
doesn't work on the Atari ver¬ 
sion - Logiciel's solution to 
this was not to Jix the bug, but 
to put a piece of paper Inside 
the box weanling yoti that the 
two-player option doesn't 
work! Gee, thanks, fellagf 

Another bug means that on 
some of the maps there aren't 
actually cnougli colours to fill 
the map -1 know that level 3 
is supposed to be the hardest, 
but making It Impossible 
seems a trifle unfair! 


■A A 
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" GAMES ... ST GAMES ... ST GAMES... 


ATOMINO 


P sygnosls have found 
another game to rival 
the infuriating addic¬ 
tiveness ol Lemmings! Pack¬ 
aged in a deoehingiy simple 
box uqQi less than usual of the 
glamourous graphics associ¬ 
ated the firm, here Is a 
game of delicious subtlety and 
infinite cunning. 

The play is simplicity itself. 
The player needs to complete 
atoms from a variety of mole¬ 
cules. Each of the molecules 
has between one and four con¬ 
nectors and once aJ] these re¬ 
volving dots arc connected to 
other dots so as no moving 
parts arc available in tine one 
unit, an atom Is complete. 
iTiis has to be completed Viith- 
in the time it takes for the 
storage bln to fill ottierwise it 
is game over time. 

All this is perfoiTned wiQi a 
sturdy joystick control tind the 
act sounds very simple. In- 
deed Qie mechanics are that 


easy, althougfr 
occasionally a 
-Joker' will appear 
and this will fit 
wherever it is wan 
tedH find presents the only 
complication to the game. 
Although only a simple con¬ 
cept it should be remembered 
that the higlrly successful Tet¬ 
ris w^as just a matter of filling 
empty space with blocks ol 
connected solids. The variety 
of quests nccessaiy' to- fullLl 
the game make It challenging, 
the gradation of levels is about 
right from the very^ easy learn¬ 
ing modes to some extremely 
complicated higher levels. It is 
possible to restart at any pre¬ 
viously completed level by the 
use of passwords thereby 
evading the frustration of be- 
ginning at level one every 
time. 

Technically the game is sim¬ 
ple the graphics are smooth 
and colourful and the sound 



effects adequate but this does 
not actually matter for the 
secret of the g^nie is the pure 
addictiveness. I spent se\'eral 
hours, that felt like minutes, 
with this game and a friend of 
mine spent most of her Sun¬ 
day ni^it and a large portion 
of a Monday morning -spum¬ 
ing sleep to tack up moleeules. 
Like her, 1 am stire that I can 
manage just one more level. 

The le\rcls consist of different 
goals, cither creating atoms of 
a minimum number of mole¬ 
cules, removing a screen of 
atoms or even filling a specific 
shape. Each has Its ow-n 
delights. 

I can say little more than this 
game is the next Tetris. Jfyou 
wish your eyes to regain their 
bags go out and buy it. 


FACTS 

Title: 

ATOMINO 

Publisher: 

Rsygnosis 

Price: 

£24.99 

Reviewer: 

Damon Howarth 


SIGHT & SOUND 


Ths gfapt}ic$ ars fast Ortd 
smoottT and the sound, though 
flot awe-inspitihQr is perfectly 
adequate 


GAMEPLAY 


Easy to loofh, hard to master, 
smooth confrois Qhd an at! 
round game 


VERDICT 


BUY IT YESTERDAYf 






T he cover for this 

budget racer shows 
two high powered 
boats racing each other and 
the Utle and picture suggest 
some sort of power boating re¬ 
creation. Tfie actual game 
thotigh is more of a race game 
replete witlt mobile obstacles 
and mine laying available from 
your boat. The scene is far 
more akin to a James Bond 
chase than a sports simulator. 
Having cleared up this iiils- 
concepbon the game itself Is 
quite entertaining. Ttie object 
appears to he to race around 
some pretty tricky" coastline 
avoiding pursuing boats and 
helicopters and not driving on 
to the shore. The screen is a 
vertical scrolling tableau of 


marine parap.he- 
nalia including 
rowing crews and 
spare mines to be 
taken aboard as 
ammunition. The object is to 
accumulate flags for points 
and not to run out of fuel by 
excessive engine use. Tlie 
game includes several bonus 
le^'cls which require the oper- 
alor to race between flags and 
pick up points on completion. 
Graphically the software Is 
very well serip^ed with smooth 
flowing sprites on a very 
steady and wrell drawn back¬ 
ground, good use is also made 
of Colour and together with 
adequate engine noises Qte 
adrenalin is nudged into the 
players nervous system. The 
controls come from either 
keyboard or a combination ol 
keyboard and joystick, no 
mouse control in this game. 
Tbie instructions are sparse 


although Qiere Is little Qiat 
cann{}t be picked up after five 
or ten minutes playing. Tlie 
most innovative part of the 
game is the leaping over the 
boat Jumps to obtain speed 
and distance to avoid various 
obstacles. 

The game has some feeling of 
"Just, one more go" about It 
and once again displays that 
there are some very worth¬ 
while games available on 
budget labels, With Christmas 
coming budget games are 
bound to hold attractions for 
those with tight budgets or for 
parents looking for die less ex¬ 
pensive stocking lillers, 'I'his 
game would certainly afford a 
■ few hours peace over the holi¬ 
days for harassed adults. 
Others contemplating buying 
the game for themselves, 
could do a lot worse btit it 
does not have the addictive 
power of some other games. 
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COMPILATIONS 

VIRTUAL 

WORLDS 



H ere is Domark's Summer Hnliday 
ofTeriniJ, a collection of their 
Freescape games Including one 
unpublished game. For those unawEare of 
the Frccacape system it is a method of 
3D block graphic coustmetiO'ii that 
allows the player to explore buildings or 
worlds within a reality eoutext. The first 
of the games that used Lfiis was Driller, a 
game I reviewed mEiiiy, many, months 
ago In this magazine. 

i:)omark are selling this collertion as a 
form of Virtual Reality whieh I feel is 
unfair since it does not really compare to 
the large scale stuff that the TV science 
shows demonstrate. In some W’ays 
Dungeon Master presents a better cflrtual 
reality. 

All the games in tire collection. Driller, 
Total Eclipse, CastleMaster and the 
Crypt (Castle Master 2) use the same 
basic Idea of screen constructiori. Tlie 
world, or rooms if the internal scenarios 
are selected, appear in block shapes that 
are filled in in vEsrious colours, lltese are 
the same sort of filled block that Elite 
players may recognise from docking and 
fighting in space. All actions are slewed 
from the first person, that is as though 
the screen shows only that which your 
eyes see. Any interaction with the world 
is through mouse or joystick controlled 
sights. 

Movement can seem fairly slow and 
ponderous at times and the scaling of 
objects is sometimes peculiar. All the 
ganies share the problem that the player 
needs to guess what Einy one particular 
shape Is representing at the time since 
veiy few helpful messages appear. 
Having Icxjkcd briefly at the generic 


state of Freescape it 
behooves me to look 
at die games on the 
disk. The first that 1 
shall discuss is Dril¬ 
ler, This game is Ltie 
oldest of the collec¬ 
tion and although 
not the first Frees- 
cape game on tlie S'f 
is probably the best 
known. In this the 
player pilotss a min¬ 
ing craft around a 
cuboid planet look¬ 
ing for crystals and 
shooting various shapes eitlier to open 
doors or Initiate drilling techniques. 'Fhe 
surroundings are fairly basic and very 
cuboid and reaotio'n times are slow. 

Tliere ies little sound included save for Qie 
adequate elTects that include Qie zap of 
the gun and whliT of engines. Now at this 
point, to be fair to the collection I must 
po'int out that neither DrLllor or Total 
eclipse was actually lo^adable Into the ST 
for on my copy of the game neither of 
them had a PRG file included, 1 am there¬ 
fore re\dewing the Driller module from it's 
original source although i am though 
quite convinced that the g^me has not 
been updated sines. Driller felt slow and 
old at Its Inception and 1 am not sure 
that age will help the more sopbJstleatod 
player who has seen Midwinter and 
Dtmgeon Master to accept It as anyQiing 
other than a curious antiquity. 

The second game was Total Eclipse 
which sadly w^as not playable, I have not 
tried this game before but on reading the 
manual It would appear tliat it Is In the 
same mould as boQi CastleMaster and 
the CiTpt. I would suspect my comments 
on these two would confer this game too. 

CastleMaster was In its day highly 
advertised and received some critical 
acclaim. The theory is that the player 
may select either a prince or princess to 
go and save their opposite number from 
the clutches of an evU one. To do this 
thej^ must enter tire castle, kill innumer¬ 
able spirits and find a collection of keys 
in order to open the dungeon. The game, 
as all the others, takes place in first per¬ 
son perspective and oilers some chal¬ 
lenges, in fact should j'ou not have disco¬ 
vered the drawbridge entry secret, the 


character can tlirow rocks at specific 
places to rriEike mechanical events occur. 
Oh yest The sharks in the moat arc hun- 

Once the strange blocky world of Frees¬ 
cape is accepted then the action makes 
some sense. Explore the grounds, care¬ 
fully avoiding the timing traps and re¬ 
membering to crouch and crawl while 
you search, eat the food to gain strength 
and throw rocks at the spirits in order to 
exorcise them. These precepts together 
with art enquiring joystick or mouse will 
provide most of your Einawers. The player 
will find that they^ walk on objects such 
as tables or chests regularly and care 
must be taken to ensure that your urien- 
tation is at the right angle. Saved games 
are possible as some of the problems are 
quite tricky. Ttie game docs not offer the 
level of graphic authenticity of Chaos or 
Dungeon Master but does offer some 
antifiuated ebamn. I enjoyed it but felt 
the adventure was becoming a little dead 
end after a while. There fs also a lack of 
either involvement or character building 
in the adventure, 

Ttie Ciypt offers more of the same 
although the location and the monsters 
are different. Hitherto unpublished this 
piece would seem to be either the adjunct 
or part two of Castle Master. The controls 
and actions are similar as is the presen¬ 
tation. This time though the enemies are 
various undead and a hoard of spirits 
caught in the shape of mice. WliiJe I ap* 
plaud the concept of brand new offerings 
mside a compilation a nagging feeling 
seems to say that Uds was d one since the 
game really would not make it in the 
marketplace as a stand alone effort. 

1 felt that as a compilation Qte set was a 
good idea. If you have never bought any 
of these games then it may be an in¬ 
teresting investment but unfortunately I 
fear that Freescape has been overtaken 
by new techniques which make it appear 
as eight-bitush as Its origins arc. I en¬ 
joyed the games I could load but 1 could 
not say that I felt they would be worth 
Ltic cost of the pack. Prospecti\fe buyers 
ought to play It first and decide If the 
blocky medium meets their tastes. 

It Is perhaps sad to reflect that a deal of 
thought has gone into this offering and 
perhaps the creaky mechanics spoil the 
effort. 


VIRTUAL WORLDS 
Domark 
£29.99 
Reviewed by 
Damon Howarth 
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APPLICATIONS 


HOME ACCOUNTS 


H ere’s another of those 
’serious' programs froni 
Dlglta - aimed, like 
most of their products, at the 
home or small business user. 

This Ume it's Home Accounts, a 
package to help you keep track 
of your financial situation. It 
runs on any ST/^iTE, Is sup¬ 
plied on one single sided disk, 
and comes complete with a good 
quality 37 page instruction 
manual. 

The program allows you to set 
up details of accounts you have 
with banks, building societies, 
etc,, and then apply a starting 
balance plus Income and expenditure 
transactions to them, hence keeping 
track of their current balances. MiiiLitium 
and maximum balance limits may be set 
on each account, enabling the program 
to warn you of certain impending finan¬ 
cial situations reqiilrlng yotir attention. 
'Ihese could include such things as the 
breaching of agreed credit limits, which 
could cost you dearly in terms of interest 
charges if ignored. It could also indicate 
that there's too much money slosliLng 
around in a low interest account when it 
could be transferred elsewhere and be 
earning more. Used properly It. seems 
this program could soon pay for itself! 

A YEAR’S 
ACCOUNTS 

Hom,e Accounts copes with up to 13 
accounts of any type, and supptuls cash 
transfers between them if required. Each 
account can handle up to 100 automatic 
regular transactions (c.g. standing 
orders]!, plus up to 360 general transac¬ 
tions. Uiis is probably adequate to cover 
a ye-ar’s accounts for most home iisers, 
but could be a hit tight for small busine¬ 
sses, w'ho may need greater capacity. You 
could ctrcurnvcrit this problem by run¬ 
ning two sets of hait’-yearly acc-ounts in¬ 



Title; 

HOME ACCOUNTS 

Publisher: 

Digifa Internotionial 

Price: 

£24.95 

Reviewer: 

John S Davison 


stead of one aimual set, but this intro¬ 
duces an extra level of complexit^c 
Up to 60 different transaction types can 
be handled. You can set budgets against 
these and later use the program's analy¬ 
sis and reporting facilities to track, your 
actual financial pciTormance against 
them. 

Reports are predellned and can't bs cus¬ 
tomised for presentation layout or overall 
data content. How^ev^er. the scope of the 
reports may be varied by including one or 
more accounts, one or more montlis, any 
combination of inccmc/expenditure 
t>qjcs, or a subset formed by searching 
un a siring contained hi the transaction 
desoriptioii Held, For example, you could 
produce a report showing all transac¬ 
tions relating to a paTtlcular shop, or all 
cashpoint machine withdrawals, or all 
purchases paid for by cheque. Of course, 
this requires that you use a consistent 
method of describing the transactions 
when yO'Li enter diem, otherwise there's 
no way you can reliably analyse them 
later. 

REPORTS 

Tlic main report types Include straight 
listings of transactions, with entries sor¬ 
ted into date, type, transaction detail, or 
amount sequence; comparisons of 
budget versus actual figures for eaerh 
tran-sactlon type: budget details for the 
whole year; and details of the main 
transaction tjTies for reference purposes. 
In addition the program will also drawr 
barcharts or piecharts showing budgeted 
versus actual figures for selected trans¬ 
action types, over selected months and 
accounts. 


IN USE 

At first sigjit Home Accounts 
looks pretty^ good, but in use I 
found it had a number of nig¬ 
gling faults, particularly in the 
data entry' add editing area. For 
instance, it alvvays automatical¬ 
ly enters tlie current date 
against a transaction, forcing 
you to manually backspace and 
correct it for all transactions not 
taking place today. This is a real 
nuisance if, like me, you do 
your accounts once a month for 
all transactions occurring 
throughout Qiat month. Also, on data 
entiyr the Cursor doesn’t autosklp to the 
next field when the current field is full, 
you need to Tab forwards eveiyr time. You 
can’t Backspace or Backtab between 
fields either, you have to use the mouse 
for this. Nitpicking maybe, but I find 
such faults annoying in practice as they 
cause a lot of unnecessary key^strokes. 
The piecharts and barcharts seemed 
like a good idea, but the program doesn't, 
actually print them out for you. You have 
to display them on the screen and then 
screendump them via ALT-HELP, which 
means the printout is cluttered up with 
sundry garbage such as menus, prompt 
messages etc., as well as the required 
chart. Hie piecharts have no percentage 
figures against each segment, so you 
have no accurate quantification of their 
values. /\lso, the segments have no labels 
on them saying w'hat they represerit - 
different fill patterns are used to repre¬ 
sent the transaction types, and you have 
to consult a legend block at the bottom of 
ttie chart to determine what each one 
represents. Barcharts are Just as messy. 

CONCLUSION 

Personal accounts Should be a good ap¬ 
plication for a home computer, but I feel 
Hiis version from Dlglta Is spoiled by 
mediocre design and Implementation. 

The designers really should hav^e spent 
more time .making it more usable. But 
having said that, it docs appear to work 
and it is reasonably priced, so perhaps I 
shouldn't be too critical. Overall. It's 
probably adequate for many home users, 
but for small business use you might 
find it a bit limited. 
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At a very 
quiet time for 
STOS related 
news, Peter 
Hickman 
brings you a 
super utility 
to customise 
the way you 
boot up your 
Compiler or 
Interpretor 


H ello STOS ijsera, how are 

Lhinj^s? Well you will be pleased 
iLo know LhaL AMOS 3D is finally 
in the shops, which means Lhal Lhc STOS 
version is not far behind, [ am told it 
should be available in ai ound October- 
(ishj, hopefully it should prove It l>e a 
useful addition to the STOS range of 
products. 

UnlbrLunateiy that seems to be about 
the only real STOS news^ unless you 
know different of course. If you do have 
any interesting liints, tips, or unusual 
uses for STOS why not drop me a line I'm 
sure that other users would love to hear 
about them, Ohhh^ one small thing is 
that I have just returned from Enropress 
HQ in Macelcaiicld to attend a MtUe 
celebration in honour of the AMOS 3D 
launch, thanks to David Tliumas Eund 
Richard "Cat Killer" Vanner for putting 
my mate and I up for the night, and of 
course to Mari' Dawson for tajnchf 1 ha¬ 
ven't had the photo's developed yet but I 
promise I'll show you some next time! 

THE ULTIMATE 
STOS HOOTER 

Only one program again this issue, but 
it is a useful one, Terr^^ Maneey (who is 
currently putting d-ie liniahing touches to 
some of Fun School 4'| has come up witlt 
a wonderful ]>rogram to alter the way 
STOS boots up. You can choose vrhat 
Compiler or Interpreter extensions to 
load (at run time), whether you w^ant 
floating point switched on or off, in fact 
you call control airnosl every part of 
STOS before you boot itf For Ltiis reason 
it Is best that you compile this program. 
Anyway follow these Instructions and you 
will have a nifty' little program at your 
dispcsall 


1. T>‘pe in PROGRAM 1. 

2. Save it onto a nice blaiik disk wi th 
plenty of room. 


3, Compile it and store the resulting 
program in the AUTO folder of your 
STOS boot disk (remember to call it 
"STOSBOOT.PRG"). 

4, That’s Itni! 

Mow' when you boot your STOS disk the 
STOSBOOfl'program should load first 
and you can create your own customised 
version! Oh and you should remember to 
un-write proieet the disk as the STOB- 
BOOT program does a little renaming of 
files to achieve It’s miraculous effect. 


THE STOS MAG 

Dion Guy has sent me tfic laLcst issue of 
his STOS Magazine. It Includes quite a 
few interesting programs on the disk. 

One of the most useful is a utility' to store 
up to 1E5 compacted pictures in one 
bank! You can find out more by contact¬ 
ing Dion at 

STOS MAGAZINE 
11 SHORE CRESCENT 
BISHOPS WALTHAM 
HANTS 
S03 IDZ 

Oh well that's it for this anottier issue, 
next time check out the souvenir dart 
hoard cover. Yes It's free but only with 
the BIOS column (I am good to you or 
wbat?]. 

Write to Peter Hickman at the following 
address 

PETER HICKMAN 
36 CLEVERLY ESTATE 
WORMHOLT ROAD 
LONDON 
W12 0LX 
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until KStJ"" or : if K^l then 690 if 


pen 1 


paper 


locate i 7 , 2 i 


SfeD=3RD xor 1 


pen 1 ; paper 2 


print 


locate 


pen 1 ■ pBper 2 : locate 2 ttO 


pen 1 


locate 45,0 


then 


paper 
J-1) I 

if SELC1,X+V^a)=1 then inc AOSA 


then 


pen l+CSeLt2,X+tY-S}*S)^l) 


X=X-tX<7 and 


Locate 0^.10 


e 1 se 


el se 


430 locate 1+X*10,Yt4-[Y>7)*3 
Kt=chr*(i3) then 540 

440 if K=62 then bell : SFP^SFP xor 
STATStSFP) 

450 if (K-61 and SRD02) then bell 
16,24 : print STATt(SRD) 

460 if K^59 then bell ; 3CRREZ=SCRREZ xor 1 
print REZS^SCRREZ) 

470 if K^60 then bell : EDILA(^=EDILA}4 nor 1 
print UAM*(EDILAN] 

4aO if K=96 then flosub 72Q 

4^0 If " and V<B and AQSAil3) then if ACBf (X+Y*S)i >"__ 

bell : SELfl,X+V*e]=SEL(T,X+Y*S) xor 1 : pen 1+tSELC1,X+Y*a)=1) 

0-CSELtl,X4V*a)-l) : TMRt=leftlCACS*tX+Y^a),instr(ACBt[X+Y*a)," 
TMPS-TPIPS+^paceSCS-lenCTRPS) J : print TUP* 
else deo AQSA 

500 If {k»=“ ^ and y>7 and AOSE<273 then if EXT* tx+{Y-S) *S) < > 
bell : SELt2, X+(:Y-a)*e)^SEL(2, X+tY-al*Sj xor J 
paper 0-ESELt2,X+(Y-S)*a)=1^ : 

TMP*=lef tS CEXTt ( X+ (Y-ej *a} , instntEXTS ( X + ( Y-a] "a) , " . " ) -* 1 1 : 

TnP*-Tf1P*4spaceSt&-len(TMPt) ) : print TMP$ ; If SEL (2, X+E Y-S} then inc AOSE 

else dec AOSE 

BlO Y-Y+(V>0 and K=72> : Y=Y-CV<1& and K=aO) : X=X+(X>0 and K=75) 

K=77) : Boto 410 

S20 nem 

£30 rein Confic dis^k 

540 palette *0,*777,12 : pen 1 t paper 0 : clw ; pen 1 : paper 2 
centre “ BOOTING STOS SASIO - PLEASE WAIT “ 

550 if AOA=0 then 5S0 else for 1=^0 to AOA-1 ; 

TEMPS^leftS(ACB*El3,len[ACB*(l))-l} e If SEL(l,IJ^0 then TEMP*=TEIiP*+"X' 
TEf1P*=TEMP*+“B“ 

560 if ACB*Cl}<>TEMP* then rename ACB»(I) to TEMP* 

570 next 1 

5aC if AOE™0 then 620 else Tor 1=0 to AOE-1 : 

TEMP*^lef tSCEXT*El), lentEXT*E ; if SELE2,n=a then TEMPS ^TEMPS + "X’ 

TEMFSvsTEMPS+^E" 

5^ TEMP*=TEKPS+rleht*tEXT*Cl) , 2) = TET1P2*-Ief t * (TEMP*, lentTEMP*)- 2 ) ■ 
TEMP2S=TEriP2»+"C“+riaht* CTEMPS. 1) 

600 If EXT* CD C>TEM^P1 then trap 1 ^ *56,0,oSTOSc"+EXTsCi ) , "cSTOSc" f TEMP* 
midl(EXT* tl) * lenCEXTlftl : trap 

l,*S6,a, “cCOMPILERc "+EXT*( 1J , "cCOMPILERc"+TEMP2*, 12 
6 lO ne K t I 

620 if SRO=0 then trap 1, tSt, O* ■cAUTOcSTOSRAM, PRG“ ,'’cAUTOcSTOSRAM. XXX' 
trap 1, *56,0, "oAUTOcSTOSRAM. XXX" , cAUTOcSTOSRAM. PRG' , 12 

630 if SFP=0 then trap 1,*S6,O, ■cSTOSoFLOATlQ2. BIN","gSTOScFU0ATlO2.BIX”,12 : 
trap i,*56,0,"cCOMPILERcFLOAT102.LIB" , "cCOMPILERcFLOAT102.LTX" else trap 
1* *56,0, "cST05cFL0AT102.BIX’‘, "cSTOSoFLOATloa.ETN" , 12 t trap 
1, *56,0* "gC0MPlLERcFL0AT102. LlX“, " 9C0 «PILERcFLQAT1O2. LIB" 

640 for 1=0 to 12 : STS*(!]-'“ ; nest I ; P=0 : for !=□ to 64 : if SEL(1,I)=1 

then STS*(P]=left*tACB*U)* instr (ACSSdJ , " . " 1) + " ACB~ : inc P 
650 nest I 

660 AO*3tartCl43 : for X"0 to il ; for Y=0 to 12 
: next X 

670 for X«^C to 11 : Al=STS*tX) ^ if len[A*} then for Y=1 to lenfA*) 

AD+BP9+X*13+Y, oscttfildl (A* , Y, i) ) : next Y 

6aC next X : doke AD+966,D : doke AD,SCRREZ : ctoke AD4a,EDILAN : bsave 
"gSTOSoEDITOR.ENV",start[14J to start(14)+96& 

690 erase IQ : erase 14 : erase 15 : fade 3 : wait 3*7 ; clw : atop 
700 rem 

710 rent INFORMATION 

720 screen copy physio to 15 
to 621,151 : pen 1 : paper 2 

730 under on : locate 0,5 : centre "ST PROGRAMMER" i under off ; cdown = cdown 
cdown i centre “YOU TO CAN PROGRAM IN 65000 ASSEMBLY LANGUAGE AND STOS BASICr 
cdown : cdown : centre "* EVERY ISSUE IS PACKED WITH STOS BASIC AND ASSEMBLY 
LANGUAGE SOURCE CODE" : cdoun : odcwn : centre "* EACH ISSUE CONTAINS ARTICLES 
ON SPRITE MOVEMENT, COLLISION DETECTION," : cdbwn : centre “MUSIC, SCROLLING 
eto," ; cdown : cdown : centre WRITE PROGRAMS WITH EASE USING THE ROUTINE 
LI&RARIES SUPPLIED" 

740 cdown : cdown : centre '* * SIX ISSUES PER YEAR" : cdown s cdown : centre “* 
ALL THIS AND MUCH MORE FOR £12 MEMBERSHIP PER YEAR (OVERSEAS ElS)“ ; wait key 

750 Ink 2 : bar 16,16 to 623,153 : ink l ; box 15*. 15 to 621,151 : pen 1 s paper 
2 

760 under on : locate 0,7 : centre “FOR MORE INFORMATION CONTACT" : under off : 
locate 0*10 : centra “RIVERDENE PDL (ST PROGRAMMERj,“ : cdown : centre "30A 

SCHOOL ROAD," : cdown ; centre "TlLEHURST," i cdown : centre "READINC," : cdown 
: centre "BERKSHIRE," : cdown : centre "RG3 5AN, ENGLAND." : cdcwn i cdown : 
centre "TEL:(0734) 452416 FAX:(0734) 451239" 

770 wait key i screen copy 15 to physic : return 


12 else 


poke ADfS10+X*13+Y,O ; next ¥ 


poke 


Ink 2 I bar 16,16 to 623, 1B3 ; ink 1 : box IB, IS 
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CITIZEN 120D+ 

Tha Citiien 1200+ is ona dI tfia UK a best M-lling 
pnnlarE. It has a stylish a|>f>Mr5nca and exortlBhl 
taaiuras aind p^ridrrnarKa lor Eiich aa Inaxpansiva 
prinlar. Tha 121 DD+ is availahi* *' iniih aflhar a {larlal 
or pa^lal inii3rfa.ca and ia an Idaal llral pr^af. 

• PiCHn PrfMfttm 

• Print Spmd i44cps Draft 

• SOcps NLO 

• ^won Ji fSM GiapttiCt Emufatian 

• Putt ThUCfer & Bottom feed 

4 Suporior Graphtcs - Z4QK2iEfipt 

• FREE Starter Ktl 

ftHP.tzaiis 

STAmER KIT .. .. g335 
TUfAL ffflf; tZfilTB 
SWJtfg; E1ta:.2D 

SilfCA PmCf: E1S1JS 


+VAT = £151.sa 


CITIZEN 1Z4D 

The winning CItIzan 1:240 brings high quali^ 
ty £J-pln dal ffiatris; ftriraiing withm avary cbmpucej 
userj raach. II ta tha Idaal chaica whpra hig h quali¬ 
ty priming is rBggir«| at a budget price. 

• 24-p^JT Jmpscf Prtftt*r 

• Print Sptatl t44cpB Draft 

• 2 Ua Fonts (AScps) 

• &K Buffer 

• Epson, tBM itNEC P^t- E'mui'flfrtn] 

• AtfWJirtd PSper Parking 

• Superior Graphics - SStJu^^ppl 

• Fflff Staffer Kit 

HRP . ma.M 

STARTER KIT .. £29.95 
mjAL ffflf; miss 
SAVm: C11g.2Cl 

StLia PRKE: £2103:3 


PRINTER 

ACCESSORIES 


SHEET FEEDERS 

PRA1KID 1200.filJft 

PRA 121& IZJnrSwin StSA . SSS-79 

PRA122& 12Jnraw1f1 .£42ilD 

SERIAL INTERFACES 

PRA 1169 leom- . E5fl.l5 

PBA1209 Switt anzilo. ESZLIS 

PRA1JD9 Switt ZJ... i2iafl 

FRINTER STAND 
PRA1242 124D/Swif1 9^4.. .. . miU 

OmatNAL RiSBONS 

Ell5 35Za IZQD/SwRI S Black .. £4.11 

RIB JSIA 124D/^wLil 24 BliSA.£4.711 

RIB :3936 Swift ^4 CodCkur.E1S.B3 

COLOUR KITS 
PflA1236 Swift WZ4.£3S.&5 

All iprlC$S ifiehuda UAT and Entg delivery 


SWIFT 9 - eOUHmi 

Tha Cltlzan SwiPI 9 is parricl lpr thoea who raqulra 
high quality dot malrix Uaclt or cdlour printing et a 
budget price Tlw print quslily of Swiit 9 rivalE thal 
o1 OLher manulflctitrw'B 24-pln n>od«ls. 

• s-pin Impact Prfntsr 

• Prtnt Speed }S2cps Drstt 

• 3 NLQ Fonts fi^pps} 

• SK Butter 


fRMMI 

COLOUH 

Krr 


* Epson A IBM Graptrics Emuiatipn 

* Atlvaneed Paper Parking 

* FREE Starter Kit 
« FREE Colour Kft 

RHP . i;2Bfi.B3 

STARTER KIT . 

COiOUR KIT . H4.6S 

roWL iWf.- £388,43 
aiL.1frMg.- E13135 
SUfCl pjurcf; £222.88 


+VAT = E22-2.0« 


SWIFT 24 


pjKcr 

COLOUR 

KIT 


Tha Cilisen Bwift 24 le ana df Earcca'a besi sailing 
pnt^lerE and tiaa wan awsnJs includtt^ Printer Ot 
Tha Taar 1990. Its rapid print apaad, qualHy and 
black or iKilchii' aplions, make it a natural ctwrca. 

* 24-pin Impact Printer 

* Print Speed ISlopt Draft 

* 4 tlLO Fontt f&tcpsj 

* SK Bumr __ 

* Epson, iSai A NEC PS+ Emulation 

* Adrarwed ffip«r Rirt^ng 

* FREE Starter KH 

* FREE Coiaur Kit 

ARP . 

STAfTTER KIT 
OOUOUR KIT , _ 

TDDIL £88348. 

SdirjWG.' E1&9.15 
SUiC4 PJliCS: £304.33 


+VAT 


E304.33 


mn^EniSi 


Evfifjr Ciitizen primer From Silica, conn&s compl'Sie wil'h th-e Silica 
Phinter Starter KiT, includinig everything you need to get up and run- 
ning with your new prititer immediately, FREE OF CHARGE! 

* DobI iFomuir DiTsiI wllli Amiga A 5T PoTitiiiirr Drivers 

* Disk with Drivers tor Micmsotl Windows 3 

* 2 Metre PBretiet Piinter Gahle 

* 200 Sheets of High Quafity Coritinuevs Paper 

* 200 Continuous Adamss Laiteis on ^etar Feeil 

* S CantiouQus Epvefop$$ i7rt FfbcIpt Feed 

Jtyaj already 6WP a pfintar. and wduld like a Silite PirifiHr hlORI^L RRP 

SUrlarKil, ynjtnayctderonajral: KlT 5 WQ)k 1 r 1 h«e 3 eciBJ PQlQ Ch R 

filkra prkrE ti £2495 - £5 Oh RRP! MM WlW W 


CITIZEN 




Silica presents sorne great 
offers on the award winning 
range of high quaiity dot 
matrix printers from Citizen. 
Each Citizen printer is buiit in 
the UK to exacting standards, 
ensuring superb reliability 
and a very high quality of 
output Our confidence in the 
quality of Citizen printers is 
such that we are pi eased to 
offer a unique two year 
guarantee with every printer. 
Plus, if you purchase your 
Citizen printer from us, we 
wili give you a Silica Printer 
Starter Kit (worth £29.95), 
FREE OF CHARGE! 


PRMM DEUVBRY 

Next Haf - Anywhere Ip We UK inainland 

FREE STAKTER KIT 

Wanh C2S.95 - WiW ewfV CitCfiR (riVibar Eram Silica. 

FREE COLOUR KIT 

Wbilh £39.96 - Wilh Swtt & arnl Swift 24 printers. 

2 YEAR 
WARRANTY 

Silica r>1lar a 2 year wananty ^including We prinLar hearli) 
with avery Citizen printer puntWaisd frarn Silirsa. , 

WiMDOWS 3,0 

Fraa Windtnti^ 14 dr<yer - in th« Silir-ai Startar Ki1 


Tacftnir^ai sifppbrt helpliiifi ngan dt,iring eftice heurs. 

MADE IN THE UK 

Cnlzen printars are rnanuf^clur-el tp high st8[iKla.ids. 


400 CP5 

l«f A DRAFT 


ISSuMFT 24 PIN 




SILICA SYSTEMS OFFERS YOU 


• FREE OVERfitGHr COURiER BEUVERT On all hardware &ffl&f6 shippgrj in \h^ UK. 

• TECHNfCAL SUPPORT HELPLiNE: T&am od PC lechnicdl wperis al your serves. 

• PRICE MATCH; Wa normally nratch competiiors on a “Same produtl - Sarrre price" baais. 
£S!jAflrL/SffED ts YEARS: Proverii track record in prcfassirjnel coinputer sales. 

■* £i3nr TURNOVER (with 60 alatt}: Solid and faliabla with maintainad growth. 

• BUStNESS/EDUCATiOH/OOVERNMENT; Vbluma djacouna avallabie lof large Orders. 

• SFIOWROOMS: [>Bmdii&1ratidn and Iralnlng lacilitiOS al Our London A Sidcup hrancfies. 

• THE FULL STOCK RANGE; AH &1 ytrur PC requiremanla from one supplier, 

FREE CATALOGUES: Will ba mailed to you with dEEqrs and SOEtwara/peripharal dataila. 

• flATAfFiVr' By ceah, cheque and all major Oraefit cards. 


Bcfara ygu daolde lAtian wauy v*ur new printer, vte sugg^ar you thiPK M9fV carprullt abbuL WHERE you buy rr. 
Cbnarder wtiar .1 witr bo rifcfl a r^ monttria alrer ybu tiSrt madE ynur purctiaco, wr>an you ma^ raquire addilibhal 
pedpbaralaor Kilcwara, dtsdipo roqtinicai tiarp and advice. And. will the dirmpony ynu buyiram cemrad ^ wilh 
dotail;; gi new pnodUCIO? At Silica S^MOnis, wb ensurn IhsoT you wiir rvathlr>{] W Vtrpwy abdur. Silica Systan-is 
■aorw <rf lint Uhs Innping .^de^iaoda'il ddfnpuwr daalens and pnT^boi a qualty sarvice to UBBti at homa, in aducaiidn 
and in busners IhmughaiH Iho naftion. Siima tWi«e daet' estaBiahad tar Mr yan. and hawi .an ennuAi turner 
al £13 With auf unifwAllad aKparunED- nnp 

ospamsa. wa Eert npr* Belrri B rrtB« Qu' tuaiomora 
raquitaniatlb with an unrtoi'rdnriding whqh aacvid 
tg ngne Rul dbh'L juat taka dur vKird inr it. Compinio 
and rntuffl Iho coupon hoyp. tar ilur latast Free 
liUrtilijrEiin the Cilizijifi prlrdar raxiga and bagitt lo 
a'l'paridhda 1ha "£iliEa Syatema ^rvieo". 


SILICA 

SYSTEMS 


B 


MAIL CfltlEfl: 


LYi]$r Lrfm upen: 

LOHDDN lihiDP: 

[?p*ninB Hdurt- 

Man-SDl 9i}Cdm4JK^m m LdId NighI Cpanrig Ffci IVOC> 

52 Toftenham Crourt RjOad. LDwIoe, W1P ORA lish 071-581) AMO 

Mnn-Sai BSOnm.feOqpm Ho Lain Nqhi OpmUng F*i Hs; ()?1-5E3flT3f 

LOHDOH &KOP! 

tSpaning t-taun. 

SelfrHJges tia Fiwri, QyfortJ Streel, LdwIdii, WIA IAB Till: 071-529 1234 

U-dn-Sar Bdtram-eODpm Lnin Niqtii: rni,i4ija.y urM Bpm Ext^Pdinn. 3^4 

'SIDCUP SHOP: 

Upening Haun: 

1-4 The Mews. HaWertey fid, ^idriep, Kent, IJA14 4DX Tteli 001^302 3^1 

Udn-Sar B ddam-SJOpni LhIb tVJigtiii Fridar until Jtrn Su Ne [S1.3i}d dQII 

^b: Silica System; 

i, &ept PSIX-1191-55 1-4 Th# Mews, Hatherley Hd, Sidcup, Kent, DAl4 4'ffi(' 

1 PLEASE SEND CITIZEN PRINTER INFORMATION 


MrVMrsyMs: . Initials: 


Surname: 


Addnese: 


I 

|| .. Postcode: 

Tal (Home}: ... Tel (Wrjrk): 


Company Name Cil applicable): ....... 

^Whicti computerfs), li any, Oo yOu (Wm?. ..... 

E40E ■ XnvAiiiM piKvp ai^ tewHrallan] nHji' Ehmga . euu* i^u.n ih* r^r tha litm glonTiiilO’. 






















































































































' ApiiliGiiJOf’ft 

guide 

IM C 


Hundreds of disks for both the Atari XL/XE and 
the Atari ST dut wlflt a difference - eirery disk 
In file PAGE G LIBRARY is carefully selected 
we don't throw in everything just to make our 
catalogue bigger. 

Also PAGE 6 are the originators of THE CLIP 
ART COLLECTIONS - hundreds of qualify Im¬ 
ages to include in your DTP creations 

CATALOGUES AVAILABLE FOR BOTH XL/XE 
and ST - PLEASE PHONE FOR YOUR COPY 




AKTCOLLECTtto 


U 


ART 




■m 








TURBO 

BASIC 






i 


MAPPING 

THEAffiRI 

iJlu 

''ncl.AL f 

XJKOK 
. 1 iVG’S 1 
•LiEST 

‘T"" 

L 

1 1 i 


1 .kt i 

i 




CiTfl'iPanp 


JET FISHIER 


SCHOOL 


40^ 

_GREAT H 
^^FUGHIf 

^ il :vnr 


we import books direct from the USAf 
particularly COMPUTE! publishers of 
the best books available for the XL/XE 
and ST 

SPECIALISTS IN BOOKS FOR FLIGHT 
SIMULATOR 2 - SOME GREAT TITLES 
THAT YOU DON'T SEE ELSEWHERE 


Keep that equipment free from dust and spills. We have been sellmg our top 
quality dust covers for over five years with thousands of satisfied customers 

AND WE SELL ... CABLES. BINDERS, 
REFERENCE MANUALS, BLANK DISKS 

as well as having regular offers on selected ST and XL/XE software 


THE PAGE 6 ACCESSORY SHOP 

P.O BOX 54, STAFFORD, ST16 1DR 

Telephone 0785 213928 Ask for our FREE catalogues 



































